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w steve 


Perceptions versus reality in gaming, or why I can’t get a date 


“What do you do for a living?” the woman at the bar of the Red Square asks. I'ma 
sucker for tall brunettes with glasses. 

“Um,” is my response. 

There’s always an awkward pause whenever someone asks this question, particu- 
larly when an attractive member of the opposite sex is involved. It’s not something 
I’m particularly proud of, so it’s time for a confession: I have some insecurity when 
it comes to my profession, but it has nothing to do with the job itself, which is 
admittedly pretty cool, or games, which I love. It has everything to do with the 
image others have of computer games and gamers. Does that make me shallow? Yes, 
but at least I’m honest about it. And working on it. : | yee : Art Dir ector rT eri D avis see 

There’s an ongoing battle between perception and reality of the audience for com- E we Graphic Artist Carolyne eR. w ons ng ae in 
puter games. You see this in most of the advertising, and definitely read it in articles in ee — 
various publications. They tend to be full of cheap, puerile humor, adolescent images oo ais = _TECHNOLOGY _ ae : ae 
of sexuality and violence, and god knows whatever else people can come up with to ee Director Liz Halgas | : 
elicit a, “Huh huh, he said boobs,” type of response. There’s nothing inherently wrong r Production Assistant Justin Heininger 


with this, but it does perpetuate the idea that gaming is solely by and for adolescents. : = S _ ADVERTISING CONT ACTS 
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“serious” PC gamers are under 18, it claims 30% are between 18-35, and 42% are over 35. ee SUBSCRIPTION SERVICES 2 
When it comes to movies and music, you can understand why youth culture = =e Subscriptions: 800-283-3542 
dominates. While adults sit at home and bitch and whine about the sorry state of Outside US Subscriptions: 815-734-1216 

entertainment, kids vote where it matters most, with their wallets. They may not Online: www.cgonline.com 
have the most discriminating tastes—oh look, “The Fast and the Furious” made $150 | Email: subscriptions@cgonline.com 
million, Britney Spears sold 10 million CDs—but they know what they do and don’t : _ Mail: PO Box 1965 
like and, unlike adults, support these things with their money. — Marion, OH 43306-8065 
But that’s apparently not true for computer gaming. The IDSA says 97% of people es Ge ee 
One year (12 issues) Basic Rate © 
who actually purchase computer games are over 18. Pas 


_-US: $19.97 or $29.97 with CD 
Canada: $31.97 or $41.97 with CD 
Foreign: $43.97 or $53.97 with CD 


Yet, despite being the minority, kids dominate the mindshare of the industry. 
They are the primary focus of practically everything in the industry, from game mar- 
keting to magazines changing their designs and tone specifically to cater to their 


needs. And it’s easy to see why. Everyone is desperate for feedback and validation of Back issues available @ 800-699-4263 
their work, and kids write letters and talk on message boards. They do this obses- gee | 

sively and compulsively, to the point where they drown out everything and every- Boge Distributors: Cuts Circulation Co. 
one else. So what you end up with is a bunch of adults trying to figure out ways to i Tek: 201 634-7400 | 


satisfy these kids and get them talking about your product, and most end up selling 


; ; . ; ; Reprints available. Foreign reprint rights available. 
kids short by pandering to what they perceive are their stereotyped interests. 7 


We have a large number of teen readers, and when they’re not asking for wook- Editorial Offices: 65 Millet Street, Suite 203 — 
iees or asking for hot and sweaty pictures of Cate Archer, they also write articulate Richmond, VT 05477 
letters about what they do and don’t like. Lots of them. And we’d be stupid to com- Tel: 802-434-3060 FAX: 802-434-6493 
pletely disregard their input. Email: editor@cgonline.com _ 

Our approach assumes that kids aren’t the short attention span holding, shallow ae cee ee wanee) tore at! 
creatures everyone else seems to think they are. They’re smart, and if you deliver © 2002 Strategy Plus, Inc. All rights reserved. Reproduction 


without permission is prohibited. Unsolicited submissions 
become the property of Strategy Plus, Inc. If you wish to 
make a submission, please contact the editors. 


interesting articles, they will actually read and enjoy them. You don’t try to talk to 
them on “their level”—god knows how painful it is to read 35-year old men and 
women trying to write articles for 15-year olds. (What do those wacky kids say 
nowadays? How would I know? I’m over 30.) 


So anyway, I turn to this woman, who I’d very much like to engage in an extend- 
ed “conversation” tonight. I put on my smart face, smooth out my j.crew sweater, . BPA 
and adjust my glasses. — pag 

“T’m a writer,” I say, and I’m telling the truth. Or at least a version of the truth 
I’m more comfortable with. e 
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A dark cloud hovered over Los 
Angeles on May 22 through the 
24th, but it had nothing to do 
with the city’s dodgy air quality 
or some Santa Ana wind-fueled 
brush fires laying waste to the local mountains and houses. 
Instead, it was the fallout from the raging console wars com- 
bined with the stench of death allegedly emanating from PC 
gaming as the City of Angels hosted the annual Electronic 
Entertainment Expo. While the action around the console sys- 
tems stole most of the headlines, it’s safe to say no single plat- 
form had as many superficially high-quality titles as the PC 
(superficial only because all of the games are works-in- 
progress, and unlike some who choose to give awards to these 
products, we’ll pass on anointing any of them “best of show”). 
On the console front, all of the systems announced signif- 
icant price drops before the show (PlayStation 2 and Xbox to 
$199, Gamecube to $149). Microsoft rolled out its question- 
able “pay to play” plans for its Xbox Live online service and 
Sony smugly asserted its lead in the market and spoke about 


E3 2002: It’s what happens when you mix Zombies, 
the US Army, and millions of dollars 


Je > 


plans for broadband adapters and hard drives for the 
PlayStation 2. Meanwhile, Nintendo just continues being 
Nintendo, producing top-notch games and seeming content 
to let its two competitors get in a public pissing match. 


The show is split into three major halls, one which is pri- 
marily made up of Sega, Sony, and Nintendo, and the other 
full of Electronic Arts, Microsoft, Activision, Vivendi- 
Universal, Infogrames, UbiSoft, etc. The third large hall, 
Kentia, is also known as the “fifth circle of hell.” It’s the 
place where you can occasionally find an amazing, high- 
quality little product such as Devastation on page 34 buried 
between 200 people selling CD cleaning products. 

While every major publisher spent literally millions of 
dollars on enormous booths designed to say “mine’s bigger,” 
the US Army managed to garner the most individual atten- 
tion, as well as the front page of the L.A. Times, with 
America’s Army. Previewed last month, it’s a free Unreal- 
based first-person tactical shooter, with a more overt recruit- 
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ing/information counterpart, and between the Bradley out- 
side the show and the dozens of soldiers doing rappelling 
exercises every two hours during the show, it was certainly 
an impressive performance. And the game—the shooter at 
least—looks good, too. 

LucasArts had its usual low-key, invite-only booth (where 
Star Wars Galaxies and Knights of the Old Republic were 
awfully impressive), but had an enormous video screen in 
the convention center celebrating its commitment to gaming. 
The new Indiana Jones game is covered on page 46, but two 
other announcements of 2003 games should please fans. 
There’s an action-adventure sequel to Full Throttle in the 
works for both next-gen consoles and the PC, and Larry 
Holland is returning to his flight simulator roots with an 
unnamed product that will hopefully live up to the legacy of 
his past triumphs like Their Finest Hour: The Battle of 
Britain and Secret Weapons of the Luftwaffe. 

In other news, Konami is making a surprising entry into 
PC gaming with Metal Gear Solid 2 Substance, a version of 
the award-winning PlayStation 2 game with the original, 
plot driven missions, plus an additional set of five dubbed 
“Snake’s Tales,” and most bizarrely, a Tony Hawk-style 
skateboarding level. It will also have new outfits, you can 
play the entire original as Snake, over 200 VR levels, and 
over 100 alternative mission levels. Konami also plans PC 
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versions of Frogger: The Great Quest, Shadow of Destiny 
(previewed last month), Bomberman, Konami Collector’s 
Series: Castlevania and Contra, Moto X, Evolution Snocross, 
and Silent Hill 2. 

Peter Molyneux was showing some new games, including 
a sequel to Black & White. It will be set after the first game, 
with the various godless tribes being at war. Apparently, it 
will include more interaction with villagers, a new “leader” 
that raises armies, and more detailed graphics. Hopefully, 
with its novelty out of the way, it will add more fun too. 

Molyneux also showed a game called The Movies. You 
start in the 1920s as a minor movie mogul in charge of 
developing your studio. You develop scripts, plan budgets, 
build props, and expand your empire. It’s a great idea for a 
game, though those heralding it as an original one have 
apparently never played Hollywood Mogul, a terrific little 
game which did much of this years ago, albeit with zero 
visual pizzazz. 


Virtual Kung Fu 

In a mildly surprising twist, Monolith Productions has been 
tapped by Warner Bros. to produce a massively multiplayer 
online version of the world of The Matrix. Though a Reuters 
report said the game is set to launch “at the end of this 
year,” it’s scheduled for release sometime in 2003. 
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[left to right] Snake makes like Tony Hawk in 
Metal Gear Solid Substance. >>> Peter 


| Molyneux takes on th 


| Movies. >>> Expect lush visuals like this from 


| Myst Online. 
| 


After flirting with the rather 
unfortunate Unreal: Episode II, 
Infogrames and Epic decided on 
Unreal II: The Awakening as the 
name for the Legend-developed 
sequel. Also on the shooter 
front, 3D Realms and Remedy 
sold the intellectual property rights for Max Payne to Take 2 
for a cool $10 million and nearly a million shares of restrict- 
ed common stock. But there’s still no news on the status of 
the now near-mythical Duke Nukem Forever. 

UbiSoft announced a deal with Cyan Worlds to publish 
and operate Myst Online, which is the working title of the 
game formerly called Mudpie by its creators. It’s slated to 
launch in 2003. Paired with the upcoming Shadowbane, it’s 
part of the continuing expansion of ubi.com by those fear- 
less French folks. 


e movie industry with The 


Stargazing 

Though clearly this publication is biased, PC gaming was 
where you found most of the action, and there wasn’t a 
whiff of that wonderful death smell involved. In fact, the 
only stench was emanating from the 40,000 visitors piling 
into a closed booth for viewings of DOOM III. (They didn’t 
see it all at the same time, mind you, but had to wait in 
line. Oddly enough, a longer line, with at least a three hour 
waiting period, could be found at THQ’s booth, where Bruce 
Campbell was on hand promoting a new Evil Dead game.) 
DOOM III was powered by a next-generation ATI chip, and 
if you believe their press release, it’s because it’s the fastest 
chip to run it, though NVIDIA was quick to say it was cho- 


sen only because it was the only next-gen chip available in 
time for the show. Regardless, the brief DOOM demo, with a 
sound system that was torn out and re-done by Mr. Nine 
Inch Nails himself Trent Reznor, dazzled show goers and 
made “Have you seem DOOM III yet” surpass “So what have 
you seen that looks good?” as the most asked question of 
the show, [For more on DOOM III, see page 26] 

While Reznor could be seen at various times during the 
show wandering around id and Activision’s booth, other 
celebrities seen at the show included Steven Spielberg (who 
visits every year), Robin Williams, a known Diablo freak, 
and Tom Green, who disappointingly wasn’t wearing any 
dead animal carcasses as clothing. John Carpenter was on 
hand to sign posters to promote the game based on his movie 
The Thing [see page 45], Mr. T was... doing something or 
other that probably involved pitying some fools, and most 
depressingly, various wannabe B-movie starlets were mauled 
by the unwashed masses looking for a cheap thrill as they 
posed with them for photos. Other “models” hawked the 
wares of game companies they could probably care less 
about, and shrewd visitors could score enough free company 
logo-ed T-shirts to fill out a wardrobe for a lifetime. 

And that, in a sense, is what E3 is all about. It’s a lot of 
people, a lot of noise, and to borrow a bit of Shakespeare, a 
lot of sound and fury signifying... something that probably 
has to do with running, jumping, and shooting things in 
some sort of 3D environment. e 
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describe Young Jesse Petrilla, it might 
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had better watch out because I’m 

going to run his company out of busi- 
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for LucasArts Entertainment, is giving Rating 

himself a leg up with his own contri- 

bution to the war on terrorism, a 3D 
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The Hunt For Bin Laden. With technol- Rating 9 
[a ogy.on par with the Duke Nukem 3D | | 
Py HEALTH ge APIO ; ; 
Wink a> -~ : era, though with a tad less polish, the 11. The Elder Scrolls Ill: Morrowind; | 
ee downloadable game has you stalking 12. Starcraft: Battlechest; 13. Zoo Tycoon; 

America’s Most Wanted through the 14. Freedom Force; 15. Diablo Il Expansion Set: 

wilds of Afghanistan. It's actually his Lord of Destruction; 16. The Sims House Party; | 
second game; Pillage & Plunder, a pirate-themed shooter, was his first. Petrilla isn’t stopping there, 17. Sim Theme Park World; 18. Tom Clancy's 
though; he’s working with producer Kevin VanHook (The Damned) to develop a game to demo VanHook’'s Ghost Recon: Desert Siege; 19. Civilization Il; 20. | 
latest movie project. Not bad for a kid just out of high school. Age Of Empires Il: Age of Kings | 


Source: NPD INTELECT® Market Tracking. 


OFFBEAT 


CGM | AUGUST 2002 | 


IMMERSE YOURSELF into one of the most 
realistic 3D environments with maps drawn from the actual 
terrain of Normandy. Command American or German troops with 
60 different squad types through dozens of historical and 
hypothetical scenarios beginning at D-Day or create your own 
with the mission editor. Outfit your individual soldiers with 
painstakingly modeled weapons such as the MP-40 or the 
Thompson, or shell your opponent with tanks and artillery, 
including the Jumbo Sherman, the Mark V Panther, or the 
dreaded German 88. 
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combat experience ever, engaging and civilian vehicles, plus aircraft in built-in Mission Editor and wage 
in single-player and squad-based, immense 3-D environments totaling war online in multiplayer action via 
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The Return of the King 


id Software finally takes the wraps off DOOM III 


by Steve Bauman 


It’s impossible to deny the impact of DOOM. Released in 1993, it essen- 
tially created the first-person shooter genre by representing an enormous 
technological leap from its predecessor, Wolfenstein 3D. “[With DOOM], all 
of the sudden the world was vivid enough that normal people could look 
at a computer game and understand what gamers were excited about,” 
says id co-founder and current technical director/programming guru John 
Carmack in the “DOOM III: The Legacy” video. 

10 years later, id is ready to try it again. Of DOOM III, Carmack says, 
“The step in quality is breathtaking.” And seeing the game in action, his 
statement isn’t just hyperbole. It does look really good. Really, really good. 
In fact, at least technologically speaking, it looks at least a generation 
ahead of what everyone else is doing. “Every generation of technology that 
John Carmack has created has raised the bar for the industry,” says id CEO 
Todd Hollenshead. 

(A few days after showing the game, Carmack sent an e-mail to various 
DOOM websites that the game was only running on “medium” quality because 
of some problems they were having. The problems went away, but they didn’t 
want to risk switching it back to high quality. If that was “medium” quality....) 


This lovely scene shows off a nice disembow- 
elment. This looks better than most pre-ren- 

dered games from a year ago, yet it’s running 
in real-time 3D. Scary. 


The ambitions of id 

“[DOOM III] is by far the most ambitious game 
we’ve ever done,” says id designer Christian 
Antkow after the demonstration, which consist- 
ed of a number of in-game scenes that showed 
off its various new technologies. At this stage, it 
doesn’t really look like a game—it looks like a 
very good non-interactive cut scene. Only this is 
a game, running with Carmack’s new engine in 
real-time 3D on a 2.2GHz Pentium 4 with a 
next-generation ATI card. 

Antkow describes the gameplay as “less 
twitchy” than the original, and says there will 
be a lot more detail to help instill fear in the 
player. “We’re trying to make it so you fear for 
your life.” One reason for moving to the slower 
pace is that it does do a better job of creating 
tension, but there are technological ones as 
well. You just can’t put 30 of these new, incred- 
ibly detailed monsters in a room as you could in 
the primitive DOOM days. (Antkow notes their 
overall goal is, “greater visual fidelity” in all 
parts of the game.) 

Unlike Quake III], DOOM III will focus 
almost entirely on the single-player game, and 
the only multiplayer plans are for a simple 
deathmatch mode. While the areas shown in 
the demo are fairly monochromatic and corri- 
dor-based (though utilizing amazing real-time 
lighting), Antkow says the areas will have a 
lot of variety, with different indoor and out- 
door environments. 

id hasn’t really been known for its story- 
telling prowess, but they’ve enlisted the help 
of Matthew Costello, author and co-creator of 
the story for 7th Guest, to help flesh out the 
zombie-filled tale. Your character will have 
no voice in the game, but it will use some 
third-person in-engine cut scenes to tell the 
story about how things go wrong at this base, 
which literally causes all hell to break loose. 
For the first time, id has storyboarded the 
entire game before starting work on it. 

Though id is pretty coy about any specific 
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demo (including the “big giant beast eats my intestines” 
animation that’s all the rage). 

A new physics system will let all of those wonderful 
decapitated monsters fall down stairs in a nice, realistic 
fashion, and the graphics engine is far beyond everything 
else out there when it comes to displaying pretty much 
everything. Better lighting, check. Dramatic real-time 
shadows, check. More detail in both the environment and 
textures, check. More polygons, check. 


Nine inch nails in your head 

The extra oomph from the updated visuals should help 
show you a lot of scary things, but Antkow thinks audio is 
another key component to 
building tension. “It’s safe 
to say [DOOM III] will be 
the most sonically pleasing 
game yet,” he boasts. The 
person in charge of gener- 
ating much of that audio is 
Nine Inch Nails master- 
mind Trent Reznor. He’ll 
be creating all of those 
wonderful screams, 
groans, gunshots, and 
audio loops. Reznor does 
all of the sound himself 
including the actual foley 
recording, which involves 
banging stuff together and 
recording it to DAT, then 


[clockwise from top] These two lovely subjects 
show off some of the bump mapping in the new 


engine. You wanted pockmarked skin? You got manipulating it to sound 
it. >>> Zombies alone in the dark. Expect much like a proper door closing 
of the game to take place in darkened places, __ or table falling over. This 


mainly because they're scarier and all. >>> Up 
close and personal with one of the bad guys. | 
The “exposed stomach” is the hot body modifi- | 


is Reznor’s second id 


details about the game, which isn’t scheduled product, as he previously 


to appear until sometime in 2003, artist and cation for 2003. did all of the sound work 
animator Fred Nilsson says the bad guys will Po fr the original Quake. 
include a mix of old and new. “We'll definitely With the talent 
bring back a lot of the old [monsters],” he says. involved, and the history of the DOOM legacy behind it, id certainly has its 
“But there will also be some new ones too.” work cut out for it. Expectations are likely to be through the roof, but if the 
Nilsson’s background is in animating for entire game can match the drama of one scene in the demo, where as you 
computer-generated movies like Shrek and approach a door you see your shadow cast on the floor in front of you sub- 
Antz, and it’s up to him to bring monster sequently eclipsed by a demon-shaped one, maybe it will meet, if not 
builders Kenneth Scott and Seneca Menard’s exceed them all. If they’re worried, they’re certainly not showing it. 
creations to life. Unlike most games, DOOM “We're going to redefine what people expect to see in a PC game experi- 
III isn’t using motion capture as Nilsson ence,” says Hollenshead, “and provide something they haven’t had an oppor- 
prefers to hand-animate everything that’s not, tunity to experience before.” @ 


well, human. He also promises a lot of death 
animations, and a few are on display in the 
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Space sims just haven’t been doing well lately. A genre 
that used to be a staple of top-shelf computer gaming in the 
heyday of Wing Commander and X-Wing just can’t seem to 
get a foothold in the marketplace these days. Nobody is 
more aware of that than the folks at Digital Anvil, who have 
been slaving away on Freelancer since the company’s incep- 


saving the Space Sim 


Freelancer tries to resurrect a lifeless genre 


by Jason Cro 


Miners actually 


SS 


break up ore and haul it off to be processed. >>> Even planets 


are giant 3D objects. The sense of scale is fantastic. >>> [below] Everything is 
real-time 3D, including landing scenes, interiors, and conversations. 


tion four years ago. Hardcore gamers will see it as a spiritu- 
al successor to Privateer, one of the seminal space sims of 
all time. It features all of the same aspects that made that 
game great: random missions, scores of ship customization 
options, hundreds of points of interest, factions, reputations, 
free trade, and a linear plotline you could deviate from any 


time you wish. Only this time it’s not mostly faked; the uni- 
verse actually continually operates on its own. 

When you ask Digital Anvil what makes Freelancer so 
special, though, they don’t immediately mention the hard- 
core universe simulation stuff. It’s their intent to do for the 
space sim what Baldur’s Gate and Diablo did for RPGs, and 
that means changing the formula a bit. So there’s a big 
emphasis on slick presentation—it doesn’t look as amazing 
as it did in years past, but the tech has held up well and it 
still looks better than most sims. Fancy graphics are par for 
the course with space sims, but character development and 
cinematic presentation isn’t. In this game, every new loca- 
tions features real-time 3D interiors used for in-engine cut 
scenes. You even get fully voice-acted, cinematic cut scenes 
for random missions and those times when you try to strike 
up a conversation but nobody’s got a job for you. 

The most important change is the move to mouse/key- 
board control. Sim fans will cry “sacrilege!” at the thought 
of dumping their joysticks. Clicking on general navigation 
commands (like “trail” or “evade”) and using the mouse to 
aim your guns sounds like fixing what wasn’t broken to 
begin with. But when you try it out, as we have, you realize 
that all the mouse control system does is remove the tedium 
of turning in empty space and give you an aiming device 
that is infinitely more intuitive and precise than a big plastic 
handle with buttons all over it. It puts the emphasis on tac- 
tics instead of twitch skills and combat is still every bit as 
thrilling as in your favorite Wing Commander missions. 
Defaulting to a mouse interface also opens the game up to 
the scores of computer users that don’t own a joystick and 
have no intention of buying one. 

Freelancer is certainly a risky and ambitious project, so 
big, deep, pretty, and accessible that it’s easy to see why it’s 
taken so long. It’s just now getting to the point where all the 
pieces are falling into place, and after our brief time playing 
it, we can’t wait to jump into the finished product. When the 
release finally rolls around, the question remains whether it 
will revitalize a dying genre or simply add to it. e 
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Train at Home to Be a Computer Repair Technician 


Imagine how much money you could save by 
repairing your own computer. Better yet, imagine the 
extra money you could make repairing other people’s 
computers. Even start a whole new career! 

In fact, the U.S. Department of Labor forecasts 
phenomenal growth in this field in the years to come 
with yearly salaries for PC Repair Technicians rising as 
high as $48,000! * 

You can benefit from this “phenomenal growth” with 
training from Education Direct. Education Direct offers 
comprehensive and affordable training that you can 
complete in the comfort of your home. 

Everything you need to complete the program is 
delivered right to your door and all your tests and graded 
materials can be done on the Web, by phone, or through ¢ 
the mail. Plus, if you ever have trouble with your lessons, 
Education Direct's instructors are available to help you. 


Education Direct Provides A+" 
Certification Test Preparation 
At No Extra Charge! 


As part of your complete PC Repair Program, you will 
receive a valuable At" Certification Test Preparation Kit. 
This kit will help you prepare for the A+” Certification 
exam, the standard by which PC Repair Technicians are #3 . 
measured. Cc ) 
A+* Certification Program ts an industry-wide, vendor- all now and we Hl 
neutral program developed and sponsored by The 
Computing Technology Industry Association 
The Computing Technology Industry Association and At 


| 


are registered trademarks. All rights reserved. 
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send you a free information 
package that tells you how you can start toward 
an exciting, successful career as a 

PC Repair Technician. 


— oe oe ee ee ee ee ee ee en ees =f Card is missing, mail coupon today! » aa am 


Join the Millions Who Have 
Trained with Education Direct | THOMSON Dept. PUKS72S 
Over the past 100 years, more than 12,000,000 students. | a herpes ere a 925 Oak Street 
have trained with Education Direct. And many leading ; EDUCATION DIRECT Scranton, PA 18515-0700 
companies including IBM, AT&T, Xerox, and Ford have 
used Education Direct to train their employees. YES! Please send me FREE information about how I can learn PC Repair 
Education Direct is also accredited by the Accrediting : skills at home. Or check ONE of the other programs below. No obligation. 


Commission of the Distance Education and Training 


Council in Washington, D.C. With our experience, ‘ [| ]27 PC REPAIR ASB AND AST DEGREE PROGRAMS 
- itt ait Ah t Cortificati — + we $2 , 60 Business Management 
recognition, and accreditation, you can see why [| 44 A+* Certification Test Prep.* materials only 2 a eae ai 
‘ — . ; a — ’ : A rc 2 r~PR i! nle* : f 5 
Education Direct is the leader in at-home training. [| 06 Electrician L] 43 PC Fundamentals [] 62 Mechanical Engineering 
{ [] 15 Home Inspector LJ] 38 PC Specialist Tachnolosy _ 
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Growth figures represent a ten-year period ending 2008. Source: “National Industry- i 8 a ligh School i} 335 Be sktop I ublishing ‘- 65 Electrical Engineering 
Occupation Employment Matrix,” a publication of the U.S. Bureau of Labor Statistics. 87 TV/VCR Repair & Design 5; : Q ©o 
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Better Than the Rest 


Blizzard takes on the massively multiplayer 
genre with World of WarCraft 


by Benjamin £. Sones 


In many ways, World of WarCraft is a typical Blizzard 
game. The premise is neither new nor different—a fanta- 
sy online role-playing game amidst a sea of fantasy 
online role-playing games. The developers at Blizzard 
have never been innovators of radical new ideas; they 
rarely bother to challenge your expectations, content 
instead to surpass the ones that you already have. They 
take tested, familiar concepts and try to make them bet- 
ter: better gameplay, better art, better production values, 
and a lot of extra polish. They do not make many 
games, but spend a lot of time on the games that they : 
do make, and consider it time well spent. Most of .. + te 
their fans agree, and they have a short list of a aa Grier 
wildly popular games to prove it. 

With that in mind, its newest venture is 


[above] Looting 
a minor healing 
potion off a 
dead Kobold 
Vermin. >>> 
[right] Every man | 
needs a 
necklace. 


exactly what you might expect. A quick glance . } : r i ane 

leaves you thinking, “Blizzard does EverQuest.” A y* §& | gre hay ee 

longer look and you will add “...but they want to do | ; 

it better.” 

So far along, yet so far away 1 only a few complete areas: an immense forest, a small town, a 


The first thing you notice when you jump into 
World of WarCraft is that it looks a lot farther along 


haunted cemetery, an underground mine, a massive rambling 
monastery, and a few others. Walk too far and you will run 


than many of the online games slated to ship before the . a D into invisible walls where future territory will lie... but you 
holidays. “We don’t have a release date yet,” explains Vv” will have to walk a long way to find them. 
Producer Shane Dabiri, “but it won’t be this year.” 
Considering the amount of time that most of Blizzard’s It seems there are no seams 
games spend in the polishing and bug-fixing phase of While you are walking, you might notice a complete absence of zones or pauses for 
development, you could easily extrapolate that it might loading. “The game streams new terrain as you walk,” explains Dabiri, “So you will 
not be next year, either. The game is playable right now, never see a loading screen.” He reconsiders, “Actually, there is one place where you 
however, and if the world feels a bit empty, at least it will see a loading screen.” The monastery looms out of the forest, and Dabiri 
feels that way in person. Star Wars Galaxies (slated to explains that when they first designed it they made it too large, and the structure 
ship before the end of the year) still has little more to took up so much space in the world that it posed a major obstacle for players that 
show than a tech demo. wanted to walk around (rather than into) it. They made the exterior of the building 
The game takes place four years after the events in the smaller, and put the inside of the building in a separate zone that loads when you 
soon-to-be-released WarCraft III, and since Blizzard is not walk through the front door. The screen goes black for a split second, and you are 
about to start handing out spoilers, you will have to wait inside. “It’s not a problem with underground areas because everything is under the 
for that game if you want more specifics. Suffice it to say terrain,” says Dabiri. “Those are all seamless transitions.” A few aboveground areas, 
that the kingdoms of Azeroth are in shambles, and a like the monastery, are just too big to fit into the world. 
number of threats both new and old have risen to plague The more you play, the more you notice all the little touches that are the hallmark 
the troubled land. You play as one of a number of famil- of a Blizzard game. The technical aspects of the game engine are far less impressive 
iar races (currently Orcs, Humans, Tauren (Minotaur), than the art, which oozes with a consistent and almost cartoonish visual style—vivid 
and Dwarves) and classes (Warrior, Shaman, Mage). colors, exaggerated forms, and an acute attention to detail. The interface feels finished, 
More races and classes are coming, Dabiri promises, but and in a genre that seems to thrive on awful, complex interfaces composed of ugly 
Blizzard plans to leak the details over time as they did floating palettes, it is like a breath of fresh air. “You can do everything with the mouse, 
with WarCraft III. Currently the troubled land contains if you want to,” Dabiri says, and it is true. Click the left mouse button to perform a 
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context-sensitive action, click the right mouse button to mouse-look, and click both 
together to move freely. The wheel zooms you from a distant third-person perspective 
all the way into to a first-person view. You can drag items and actions to a quick bar 
(easy access via clicking or by hitting a number key), and there is no need to move 
any of the interface elements because they are all in the ideal place to begin with. 


Learning curve, or lack thereof 

“We want players to be able to jump in and just start playing,” says Dabiri, “and we 
want people to be able to play the game however they want. Some games focus on 
just one element, and you might play for hours before realizing that to have fun at 
the higher levels you have to get involved in [player vs. player] combat. We don’t 
want to do that.” The goal is a game that players can learn to play quickly (via an 
in-game tutorial), a game that starts feeling fun right away, a game that you can play 
solo as easily as you can play in groups, a game that you can play for as little as an 
hour at a sitting and still make progress. The character mechanic is simple and based 
on skills; you will not spend much time agonizing over character choices before you 
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jump into the game. 
Many other details have yet to be 
determined... or at least, they have 
yet to be announced. How will 
quests work? How do you group 
with other players? What are the 
rules for player vs. player com- 
bat? What is the penalty 
for death? (“It won’t be 
steep,” says Dabiri). If 
Blizzard’s past games are 
any indication, then per- 
haps the answer to all 
these questions will be 
“better than the rest.” @ 


ea a 


1. Player information 2. Target information 3. Trading window 4. Overhead map (with zoom controls) and area information 5. Backpack 6. Open paper 


doll window 7. Open backpack window 8. Chat window 9. Customizable quick keys. 
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Disney and Monolith host a trip 
down memory lane with Tron 2.0 


by Benjamin —. Sones 


Remember Tron? Released by Disney in 1982, it 
was one of the first feature films to make exten- 
sive use of computer-generated environments. 
This campy sci-fi tale of people trapped inside 
a virtual world is a pale shadow of the photo 
realistic CGI common in today’s films, but 

at the time it felt like a glimpse of the 

future of animation. The movie inspired a 
pair of arcade games and an assortment of 
cartridges for the Atari 2600 and Intellivision 


console systems, and now it is making a comeback. 


+ 


Disney has announced a new movie 
and a new game (both named Tron 
2.0), the latter under the design 
reigns of Monolith. 

“The game takes place 20 years 
after the original movie, and technolo- 
gy is more advanced,” explains Lead 
Designer Frank Rooke. The film took 
place inside a virtual representation of 
the giant mainframes of the time, and 
much like the Coliseum in Rome, that 
architecture is still part of the Tron 
world. But you will also have an 
opportunity to visit other locales 
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based on more recent technologies—a personal 
computer, a power router, an infected server, 
the Internet... even a PDA. Each adds new 
twists while preserving the flat expanses 
of color and the glowing vector lines 
that are a hallmark of the film. 
», % The original story was about a 
* machine capable of “digitizing” a 
human and placing him inside an 
iconic cyberspace world ruled by a 
malevolent Master Control Program 
(the MCP). Tron 2.0 casts you in the role 
of Jet Bradley, son of the creator of the Tron 
program, Alan. The MCP will not make a 
return appearance in the game, but the 
digitizer is back and an evil force is plan- 
ning to use it to take over the world. You 
get to stop them. 
The game features numerous com- 
puter-related puzzles, such as a 
maze of enormous spinning rings 
that represent a firewall (you have 
to find a way through). You get 
an assortment of weapons to help 
you fight unfriendly programs, 
including the classic disc. Disc combat is an interesting change of pace 
from standard shooter fare, as you can block or redirect enemy discs and 
guide your disc’s path in flight. “You can play the entire game using only 
the disc if you want to,” Rooke explains, adding that you can also aug- 
ment your strategy with other weapons and “subroutines” that alter your 
character’s capabilities. The multiplayer mode focuses solely on disc com- 
bat—think of it as a modern recreation of Discs of Tron. Unfortunately, 
lightcycle combat (which presents a host of problems in a first-person 
game) is unlikely to join it. 
Monolith should be finished with Tron 2.0 before the end of the year, but 
Disney plans to ship it in March of 2003. “That’s okay,” Rooke quips. “We’ll 
have that much more time to make sure everything’s polished.” @ 
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[left] Unfriendly programs are just a disc throw away from a pixel-y death. | 
>>> [below] Multiplayer combat will bring back fond memories of Discs of Tron. 
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Life without BioWare 


Lionheart transports the legacy 


of the Crusades 
By Cindy Yans 


While Richard Plantagenet is revered as 
one of the great warrior kings of England, he 
is perhaps best known as “the absent king.” 
This is due to the fact that during his reign 
from 1189-1199, he spent a total of six 
months in England. This must have been 
because of the fact that he had gone back to the 
future, to the year 1588, to be sure that his legacy 
had sufficiently influenced the persistence of the 
Dark Ages, as is intimated in the world of Lionheart, 
Black Isle Studios’ somewhat low-profile role-playing game. 
Lionheart is a single-player game that uses Fallout’s S.P.E.C.1.A.L. 
attribute system (strength, perception, endurance, charisma, intelli- 
gence, agility, luck), only here it’s in real-time. The developers are 
contemplating a multiplayer mode as well. Enter a fantasy world 
hypothesizing what 16th century Europe might have been like had 
Richard the Lionheart’s prayer for assistance in defeating Muslim gen- 
eral Saladin during the Third Crusade resulted in a calamity that 
replaced the early industrial revolution with the advent of sorcery. 
Similar to Fallout, you will be able to influence up to three compan- 
ions via verbal interaction as you engage in three combat modes: 
swordplay, archery, and magic. Also as in Fallout, you will begin with 
a skill set plus additional bonus specialties increasing your fighting, 
magic, and charisma. Special “uberperks” will be available as you 
acquire higher and higher levels. You can choose to be human, fer- 
alkin, demokin or sylvant and of one gender only. Hermaphrodites are 


A Fugue Good Men 


Finding yourself in the moment with XIII 
by Cindy Yans 


Ever since stealth joined combat as an “alternative 
path” device in what are generally thought of primar- 
ily as shooters, gamers have been slinking around, 
hiding behind house plants, feigning death... all for a 
refreshing change of pace. Ubi Soft’s XIII (pro- 
nounced “Ex-eye-eye-eye”) is of this ilk. It starts you 
in a familiar place—which is actually an unfamiliar 
place—you’re experiencing a state of amnesia. “Who 
am I, where am I, what is this doing in my pocket?” 

It soon becomes apparent that you possess high- 
level military skills and are at the center of a great 
conspiracy against the US government. The develop- 
ers cite an analogy to the John F. Kennedy assassina- 
tion, and they are pushing the point of the fringe 
that believes the event to have been the result of a 
very large plot lead by a consortium of businessmen, 
Mafiosi, and the Army. 

As far as online playability, the current plan is to 
offer games of up to 32 players, with Deathmatch, 
Capture the Flag, and some new concoctions, includ- 
ing “Cover Me,” in which one player is a sniper covering a team mate. 
They hope also to include a map editor. 

You’ll have both combat and stealth weapons at your disposal. In 
combat, there will be a classic Beretta, a classy M16, a totable shotgun, 
an AK 47, a sniper rifle, and more; while the stealth damage will come 
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A gray entryway precludes your enemies from dropping in for tea. 


>>> This shot does justice to the scale and scope of the terrain. 


not allowed. The sylvants are elf-like creatures, the demokin lean 
toward the dark, magic side, and the Feralkin employ the spirits of the 
animal kingdom. Lionheart is powered by Zax’s and Star Trek Away 
Team’s Velocity engine, which features a combination of pre-rendered 
backgrounds and 3D models. There will be eight main regions contain- 
ing approximately 100 maps of settlements, dungeons and wilderness. 

So many changes have taken place at Interplay during the last few 
years. We’ll see if they can still pick a winner when the game comes 
out this Christmas, BioWare not included. @ 


[upper left] Major Jones in cel block H. >>> [above] 


Stealth is extremely important in this game. 
>>> [left] Comic books do fabulous onomatopoeia. 


from harpoons, a crossbow, and throwing Knives 
The cel-shaded look of the game has a very stylised comic-book flair 
and is based on the works of Jean Van Hamme. As for why the game is 
named XIII? It’s what is carved on your clavicle as the only beginning 
clue about your identity. And actually, they pronounce it “Thirteen.” @ 
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You can remotely control some cybernetic rats, which scurry up to 
people then blow up. You can also drive some vehicles in the game. 


cyberpunk post-apocalyptic earth. “It’s a dirty, somber game,” 
explains designer/producer Vic DeLeon, “with a definite Blade 
Runner feel.” 

Following the lead of Duke Nukem 3D, DeLeon promises 
lots of interactivity in the environment. “The worlds are full 
of objects and garbage,” he says as lead designer Barry 
Gibbs picks up the bottle he’s been kicking around. At this 
point, he walks up behind a bad guy and clubs him over 
the head with it, at which point it breaks and becomes a 
stabbing weapon. “You can also use improvised weapons,” 
DeLeon says as Gibbs impales another clearly evil person 
with jagged edges of the remaining bottle. 

That clearly implies a slightly more “adult” game, and 

sure enough, they’re targeting a full “M-rated” experience, 
with impalings, dismemberments, and decapitations. You can 
even play “kick the severed head” like you were able to do in 
the original Blood. In the single-player game, which takes place 
in over 32 different areas, 


you won’t be able to individ- 
T h ee S le es pe r S h oote r ually control everyone in 
‘ sue your eight-person attack 
Devastation may destroy the competition — squaq—made up of gang 


by Steve Bauman 


Maintaining a lower profile than some of its 
fellow first-person shooters, Devastation is 
something of a sleeper... that sneaks up on 
you and stabs you in the eye with broken 
bottle. Developed in conjunction with Groove 
Games and Digitalo (who produced the Harry 
Potter game, as well as a canceled Unreal 
Tournament add-on) for publisher Arush 
Entertainment (Duke Nukem Manhattan 
Project), it’s an Unreal-engined team-focused, 
but not team-based, first-person shooter. You 
take on the role of Flynn, a chap who looks 
disturbingly like rapper Eminem, as you bat- 
tle armies of corrupt, high-tech police con- 
trolled by some nefarious corporations in a 


members, mercenaries, street fighters, and former military operatives—but 
you will be able to issue some general orders. It was originally designed as 
a multiplayer-only game, so DeLeon promises that component will be full- 
featured, with both cooperative and head-to-head modes. 

As with almost all of the next-generation Unreal games, it looks fantas- 
tic, with good animation, an enormous amount of graphic detail on all 
objects, lots of buzzwords (parametric skeletal blending, motion capture, 
advanced particles, etc.) and a Karma physics system that gives you plenty 
of cool and unexpected effects. The level demonstrated was basically 
designed to showcase all of the features of the game, as opposed to being a 
true level. They’re using a lot of sound cuing for the AI, so you’ll need to 
watch where you step to avoid making too much noise. 

With non-linear missions and tactical strategic combat combined with 
stomach churning gore, Devastation comes across as a faster-paced version of 
Deus Ex mixed with a bit of Soldier of Fortune. If they can pull that combo 
off, there’s a pretty good chance it won’t remain a secret for very long. e 


[above] Shot right in the back, ouch. The gore is Soldier of Fortune-level. 


>>> [left] The environments are quite detailed, if somewhat monochromatic. 
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JUGGERNAUT from “Unreal Tournament™ 2003” courtesy Digital Extremes, Inc. 


Don’t hold your games back. 
If you're not using an Intel® Pentium®4 processor, it’s game over. A Pentium 4 processor 


delivers split-second collision detection and blazing reaction time — the tools you need 
to stay in the game. To find out more go to intel.com/go/games. 
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No Such Thing as a Free LRM 


The mercenaries return to the MechWarrior universe 


by Robert Mayer 


[large screenshot] Ah, everyone's favorite, 
the Mad Cat. >>> [above] This Atlas is mad 
as hell, and he’s not going to take it any 
more. >>> [right] New landscapes await 
the money-grubbing laser for hire. 


Ask many MechWarrior fans what their 
favorite iteration of the series is, and chances 
are they’ll say MechWarrior 2: Mercenaries, a 
game that Activision released in 1996 but 
which still has a hold on the hearts of PC 
BattleTech fans. The reason? Choice, or at 
least its illusion. In MechWarrior 2, you went 
through a series of fixed missions, a formula 
that both the Hasbro and Microsoft’s sequels 
essentially reprised. In Mercenaries, though, 
you got to choose which missions you took, 
and when. You also had to manage the costs 
of running a mercenary outfit, including 
things like repair bills and new equipment. 
Microsoft’s FASA Studios division seems to 
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know all this, and they’ve hooked up with Black 
Knight developer Cyberlore Studios to once more 
bring you the thrill of being a MechWarrior for 
hire. MechWarrior 4: Mercenaries, due late this 
year, will offer much of what fans have been 
searching for since the days of the original 
MechWarrior title, namely a more free-form experi- 
ence less rigidly tied to a specific story. According 
to FASA Studios project leader T. J. Wagner, in an 
average game you'll play through about 40 single 
player missions, out of about 50 available. There’s 
a star map, and you have to pay to jump between 
systems, so where in the Inner Sphere you fight 
will make a difference in your bank account. 
You'll get paid for your jobs, the more difficult the 
more remunerative, and you'll have to provide for 
repairs and other expenses. You can join legendary 
outfits like the Kell Hounds or Wolf’s Dragoons, 
and you'll be rated from A to F within the regi- 
ment based on your performance. 

Perhaps the niftiest bit of all, though, is the return of Solaris VII. On the 
arena planet of Solaris, everyone can hear you scream as you eject, but vic- 
tory means more C-bills for your band of merry MechWarriors. The arena 
maps will also be useful for multiplayer games, and Mercenaries will 
include full bot support for any mixture of real and synthetic players in 
games. In solo missions, you’ll have the option to field a second lance of 
‘Mechs, too, providing a place to put all those extra chassis you salvage. 
You'll be able to give orders to the lance leader, and the extra tonnage 
should make for some epic battles. 


Graphically, the game looks a tad better than MechWarrior 4, with default 
anti-aliasing. There will be a variety of new terrain types, 35 ‘Mechs includ- 
ing three new chassis, and several new weapons. Mostly, though, there will 
be choice, something experienced ‘Mech jockeys have been longing for. 
After all, it’s always more fun to pick your own victims. e 
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In an interesting conversa- 
tion with Dark Age of 
Camelot’s creator Mark 
Jacobs, he stated absolutely 
that a “persistent world” 
must be, well, persistent. 
Hence he hates the 

7 va idea of putting 

! the number 

“two” after 

any- 


thing that 
has already 
invented 
itself and 
defined its 
gameworld. Sony 
disagrees. After 
EverQuest’s add-on 
products, Kunark, Velious, Luclin, and 
now Planes of Power, it has plopped those 
roman numerals down without hesitation, 


by Cindy Yans 


developing a highly 
revised EverQuest II. 

This sequel will take 
place on Norrath during 
the Age of Destiny, 
which, in its 
backstory/timeline, takes 
place after the currently 
offered Age of Turmoil, 
but before the Age of 
Gastric Distress. 
Norrath’s Antonius 
Bayle, Lord of Qeynos, 
says “It is here that time 
begins. Yes, it is true; 
there have been other 
events of far greater sig- 
_ nificance. The sky itself 

has rained down upon 

us! Temples lie in ruins. 
Empires have crumbled. Continents lost...it 
is here that time begins. It is here that hope 
begins. It is here that the future of Qeynos, 
nay, the future of Norrath, will be written. I 
pray it is not scribed in blood.” Famous last 
words, Mr. Bayle. 

While the new gameworld will be consid- 
erably larger than the Norrath you now 
know and love, it will still embrace many 
of the legendary figures, gods, and charac- 
ters from the original game. Larger is diffi- 


A look at Antonica’s Befallen zone 
gives you an idea of the type of 


graphical upgrade this game will offer. 
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[clockwise from left] OK, so it’s still difficult to imagine warriors battling with bare midriffs. 
>>> Can frogs be “mace-tongued?” Looks that way. >>> Your guess is as good as 
anyone's how she can let herself be seen like that. 


Youre in their World Still 


Over a year away, EverQuest II is already gorgeous 


HTT 


cult to imagine, as many play- 
ers (except those who play 
absolutely nothing else) have 


had a hard time 
fully exploring the 
world as it already 
exists. But Sony will be offering some “special incentives” to 
those of you who already own and subscribe to EverQuest. It 
is not elaborating on exactly what these are, but it is quick 


to note that you won’t be able to port your characters to the 
new game. 


Infernal offerings 

The new engine is built from scratch, which will appease anyone who 
called the original a disaster built upon ancient MUD code, and is supposed 
to support 5000 simultaneous users at any given time, with multiple, 
regionally placed game servers running concurrently. Sony’s current effort 
to integrate multilingual play should come to fruition in the new Norrath, 
allowing people to communicate in different languages over 
the chat interface. 

It will take advantage of all of the new 
bells and whistles in 3D hardware and 
software development, such as per 
pixel lighting, dynamic environ- 
ment mapping, and a fully 
programmable surface 
shader system. And cer- 
tainly they are trying to 
do something about the 
clunky interface. As for 
minimum system 
requirements, it’s likely to 
require a 733MHz Pentium or higher, 512MB RAM, and a GeForce 3 or 
better video card. The developers are pretty sure that by the time this 
product is ready to ship at the end of 2003, that you all will have a system 
that will run it. 

In EverQuest, players often complained that by the time they realized 
how they should have developed their character, it was around level 20 or 
so, and starting over seemed out of the question. Now we’ll see 14 races, 
and a new branching class structure that you can define as you advance 
through the game. There will be decision points as you play along, and the 
ability to see the results of those decisions in a more timely fashion. Also, 


they plan more of an emphasis on non-con- 
frontational character development (like 
making chairs?). 

You will now be able to own and control 
not only horses, but boats as well, and to 
own and develop real estate. They have com- 
pletely overhauled the combat, spell, trading, 
quest, and skills systems, and although they 
(again) would not go into detail, they say 
they’re trying to ensure that there is not as 
much “downtime” gameplay, and that you 
will be able to make reasonable progress in a 
single evening. 


But for now... 

The only things demonstrated were absolute- 
ly amazing character models, some new 
backgrounds, and some pretty terrific mon- 
sters including a dragon so fearsome he puts 
the “normal” EverQuest dragons to shame. 
You might even go out on a limb and call 
these “the most beautiful game characters 
ever.” You'll see armor so shiny that you feel 
inclined to blink—incredibly etched and 
detailed—and you can zoom in far enough to 
see wrinkles, or even a small peppering of 
freckles, on the characters’ faces. Spell 
effects are drop dead gorgeous, and anyone 
who either plays EverQuest at this point or 
has ever thought about it should be pretty 
excited about this game. 

Of course, Sony plans to support the origi- 
nal game for as long as people want to play, 
but honestly, if everything comes to fruition, 
making for a less frustrating, more stream- 
lined game surrounded by quality graphics 
that are already stunning bystanders, it 
seems a given that people will jump ship in 

droves. So what that you lost five years of 
your life with nothing to show for it 
but dozens of characters over level 

60? Addiction is addiction. @ 


Who's your mummy? 


Why 
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You ll Buy it Anyway 


Planes of Power offers something 
too good to pass up 


by Cindy Yans 


Since EverQuest's influence on 
the world of online role-playing 
games is undeniable, it’s proba- 
bly not surprising that a brand 
new expansion, Planes of Power, 
is on the way and on track for 
release this fall. It's a standalone 
product with a central storyline 
linking the content from every 
zone into one epic quest. In addi- 
tion to continents from the origi- 
nal EverQuest (sans expansions), 
The Planes of Power will feature eighteen new planar zones, two planar cities, 
new quests, and hundreds of new items and monsters. What you won't see in 
this expansion is a whole lot of development on the technical front. They're saving 
that for EverQuest II. 

There will be new unique weapons drops, 50 or so new non-player characters, 


wo 


along with their “rattling,” “squealing,” or “flatulating” permutations, all with 
unique animations, and with high-level content, you'll have plenty of opportunity 
to make your buff warriors even buffier. Ah, but you say you've already bought 
three EverQuest expansions, and now you want to sit tight and wait for EverQuest 
//? You haven't even scratched the surface of Velious, and besides, while the new 
expansion’s entryway to the Plane of Knowledge will be available to all charac- 
ters, many of the rest of the zones are pretty much only for diehards with charac- 
ters over level 45. Why invest now? 

Probably the single reason that the thousands of folks with lower level charac- 
ters will buy this expansion anyway is because it removes what players have 
been complaining about since just about Day One of the franchise: the “you can't 
get there from here” factor. This product will allow you to teleport from any city to 
any other city in the game at any time, finally enabling you to meet up with your 
friends without spending two hours traveling across a dangerous world, or bother- 


ing some poor druid to taxi you about. An enormous step forward for Norrath 


transportation, this feature alone will be worth the price of the ticket for any avid 
EverQuest player. 
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I'm in Charge! 
Command & Conquer earns its stars 


with Generals 
by Robert Mayer 


[top] This is supposedly the future, but the B-52 soldiers on forever. 
>>> [left] Note the civilians; it's good to avoid killing them. >>> 
[below] Aerial combat is an important part of the game. 


Westwood Studios, now known as EA Pacific, is a curious 
beast. Its games, usually some variation on the venerable 
Command & Conquer, sell exceptionally well, yet critics often 
seem lukewarm towards its brand of click ‘n’ drag real-time 
strategy. With Generals, the latest C&C game, however, it’s 
going to be hard for even the most jaded observer not to make 
goo-goo eyes over the look at least—it’s hands-down the best 
looking strategy game West...er, EA Pacific has ever made. 

In Generals, you play one of three sides: the high-tech United 
States, the swarming hordes of China, or the rag-tag Global 
Liberation Army, which makes up with ingenuity and improvi- 
sation what it lacks in resources. The single player campaign includes 


nearly 30 missions, with such neat touches as dam blowing, city nuking, EA calls the graphics technology in the game SAGE, 
and helicopter-strafing. The plot is sort of a Red Alert meets Real War but you'll just call it frickin’ gorgeous. Believe the hype; 
mish-mash, but it’s mostly an excuse to have three very different armies. this is easily one of the best looking RTS titles so far. 
The generals of the title are nine leaders you can choose from to marshal Water is transparent, explosion and smoke effects realis- 
and support your troops, and each has unique and hopefully useful char- tic, and unit models are excellent. It still plays just like 
acteristics. A NATO general might be great with tanks, while a Chinese every other Command & Conquer game, in most respects, 
leader might specialize in espionage and dirty deeds. in that you grab a bunch of guys and send them off to 
Each side gets its own special weapon, including nukes for Chinese, war, and any relationship between the game and real 
Daisy Cutter bombs for the US, and something called a Scud Swarm for wartare is purely coincidental, but some of the stuff you 
the GLA. Each leader brings a selection of units and abilities to the table as__can do is impressive, like blowing dams and flooding 
well, so the potential for variety seems high. In play, the game does seem whole towns, or incinerating entire cities with ICBMs. 
to bring out the differences between the three armies. The US forces are It’s due this winter, so you won’t have to wait long to 
high-tech, somewhat ponderous, and enormously powerful, while still recruit your Generals for the war. If you see a dune buggy 
being vulnerable in key areas. The Chinese get human wave assaults and roaring off towards a dam, though, get the hell away from 
the aforementioned nuclear missile, while the GLA forces resemble a mish- the riverbed; you don’t want to see your troops under 
mash of every two-bit terrorist group you’ve seen over the past few years, twenty feet of nicely rendered water, do you? @ 


with their armed pick-up truck “technicals” and rag-tag bands of RPG- 
wielding soldiers. 
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Hoodlumz in 
tn ‘Si dof ood Sparkling little red lums of whoop-ass. >>> Hoodlums on the flying trapeze. This is one French game. | 


Dark forces await Rayman 3 It all begins with This is the premise of Rayman 3 Hoodlum Havoc. 


by Cindy Yans the red lums, which Up to 13 new enemies sport an AI enabling them to act as individu- 
are these little ion- als even when working in an organized group, making their behavior 
charged creatures. pretty tough to predict. Little appendage-less Rayman will travel 
One day, a single red lum beholds something horribly hideous. Rather through shimmering temples, barren lands with bones shooting out of 
than its fur turning immediately grey, it instead turns black and he burning sands, dark deadlands full of forgotten stone gods, a Hoodlum 
becomes the Dark Lum. This converted Lum goes from door to door factory powered by strange machines, and more. 
trying to convert the other red lums, and forms an army of cloaked sol- The developers have completely remodeled Rayman with a high poly- 
diers known as the Hoodlums (get it?). Rayman and his best friend count, equipping him with an array of new facial animations and 
Globox must stop the Hoodlums from tainting the Heart of the World. humorous expressions. This, in addition to the sound component brings 
After Globox becomes strangely addicted to plum juice, he and new drama to his use of superpowers. But he’s still missing appendages? 
Rayman must travel onward to thwart the Hoodlums at every turn, fac- Of course! Arms and legs are meaningless when you’re that cute. Expect 
ing a bunch of different obstacles, from grenades to plum juice bombs. plenty of Hoodums to fall with the leaves this autumn. @ 


Close (Combat) 
Encounters 


It’s back to Normandy with GI Combat 


by Robert Mayer 


Strategy First calls it a real-time strategy game, and designer Eric 
Young goes along with the company line, saying it’s a war-themed 
strategy game without discrete turns. A wargame? Perish the thought! 
Never mind that GI Combat is for all intents and purposes Close 
Combat done in 3D. Forget that the game offers a laundry list of 
authentic WWII weapons and vehicles. Ignore the highly evolved and 
refined squad-based morale and command model. And banish the rec- 
ollection that Freedom Games is mostly ex-Atomic Games folks, the is See = eee ee ies 
team that did five hard-core Close Combat wargames and numerous | Incoming! Remember, this is a strategy game, so don’t sweat the mortars! | 
other grognard titles in its day. 

Nope, what Strategy First is selling is a strategy game, and don’t you 


forget it. You'll strategize in real-time as you lead your German or on game changes and additions long before the title headed to stores. 
American squads, tanks, and guns in historically correct recreations of With two full campaigns, support for user-created content, and 
battles from Normandy in 1944. Think Close Combat one level up, with attractive if not quite state of the art 3D looks, GJ Combat looks to be 
your concern being more squad-oriented than individual soldiers, the next generation of the wargame philosophy first expressed by 
though the map scale is similar to the original games. It’s all in 3D now, Atomic Games’ real-time titles. Young has a three-game deal with the 
though, with a fully controllable camera, and a streamlined interface publisher, so we can look forward to perhaps North Africa and Russia 
that makes full use of both mouse and keyboard. This time, the game in the future, with the Pacific as a mod or add-on. The fighting begins 
will be fully moddable as well; Young says that gamers started working this summer at a store near you. @ 
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The action unfolds over ten locations, ranging from a 
space station to an underwater laboratory; more terres- 
trial venues include a sojourn in the snowy Austrian 
Alps. The villain this time is Rafael Drake, yet another 
in the seemingly endless procession of crime chiefs bent 
on world domination that sprang up with the demise of 
commies as worthwhile film heavies. In the grand tradi- 
tion of Bond movies, though, it doesn’t really matter 

vy “atl | who the bad guys are, only that they’re, well, bad. 

: . . . You'll get to chastise them with the usual assortment of 
NightFire brings the Bond mystique to your PC sracipeieny, Ccwatiecins, anil ieivtenty wienancabeses 
by Robert Mayer of course, and EA says the gadgets will 

be upgradeable this time around. 
In action, the game plays 
like something of a No One 

Lives Forever Lite. There’s 

some emphasis on 
stealth, combat is pret- 
ty deadly, and every- 
thing fits the Bond 
image pretty well. 
Expect the usual 
bevy of gorgeous 
polygonal women 
with funny names, 
quirky villains, and 
maybe even some 
wry British wit; at 
least with Gearbox at 
the helm, you can also 
expect competent coding 
and game design as well 
this winter. 


James Bond has been around for decades, but 
attempts to translate the suave Brit lady-killer’s wit 
and wrath to the PC have been missing in action. 
Every console seems to have one or two Bond 
games, but until now PC users have been left as 

dry as George Lazenby. Electronic Arts has 
tapped developer Gearbox Software (creators 


[above] Helicopters are dangerous, especially when you snipe 
them. >>> [left] What would we do without castles as shooter 
backdrops? >>> [below] Japan, silenced Uzis, and thee. 


of various Half-Life expansions and the upcoming Condition 
Zero) to rectify the situation, with James Bond 007: NightFire, a 
new multi-platform title that will finally bring a license to kill 
to the personal computer. 

Reprising at least some of the characters from the console 
game Agent Under Fire, NightFire takes a unique approach to 
appearing on so many different game systems. On the 
GameCube, PlayStation 2, and Xbox, the game will feature a 
blend of shooter-style action and driving sequences, and split- 
screen multiplayer. On the PC, the game is purely a first-person 
shooter, with third-person cutscenes. This division of labor 
seems to maximize each platform’s strengths, and should result 
in the type of game PC fans appreciate, the straight-up shooter. 
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The original Kohan: Immortal Sovereigns 
and its follow-on prequel Ahriman’s Gift won 
awards and impressed gamers with their 
intelligent and sophisticated take on real-time 
strategy. Their quality gameplay, however, 
came somewhat at the expense of good looks, 
because while certainly not ugly, Timegate 
Studios’ first efforts lagged behind in the 
graphics department. 

Forget that, says Adel Chaveleh, the compa- 
ny’s managing director. Kohan II will pull out 


The Look of 
Success 


Kohan II adds 3D toa 
successful strategy recipe 
by Robert Mayer 


all of the stops in the good-looks department, going for 3D units while 
keeping a more muted, 2D look for the maps. The game will emphasize 
cities more this time, displaying them as collections of buildings and show- 
ing you each upgrade as you build it. The view is zoomed down a bit more 
than in the original titles, the better to revel in the detailed, bump-mapped, 
and dynamically-lit units. 

The core of the game will remain true to the Kohan tradition of 
company and hero-based real-time strategy. There will be factions, as 
in the earlier games, and also races, so that your units will come from 
both a faction and a racial pool. Human Royalists, for example, will get 
units from both the Human and the Royalist pools, making for some 
interesting game configurations. Heroes, the eponymous Kohan, will 


Free of Demons 


Gothic II shoots from the hip as 
a straight sequel 
by Cindy Yans 


For anyone who did not play or is not familiar with Piranha Bytes’ 
surprisingly well-received role-playing game Gothic, it’s OK. Really, it 
is. You won’t need too much background to understand the world of 
its sequel, cleverly named Gothic IJ, due out this fall. It’s a direct 
sequel, and just to refresh (or enlighten) you, the original dealt with a 
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The new larger cities 
be back of course; the guys at Timegate show much more detail. 
like their built-in resurrection ability 
because it gives you a reason not to 
play the save and reload game every ten seconds. 

Though the studio is keeping its focus on an “innovative single-play- 
er experience,” it will include a whole range of multiplayer games 
including one “never before seen mode of play that will delight online 
players,” whatever that might be. The prevailing mindset seems to be 
“if it ain’t broke, don’t fix it, just make it look better,” which should be 
good news for fans. Don’t start sharpening your swords just yet, 
though; the game isn’t due until the end of next year. @ 


battle between those stars of dramatic conflict, Good and Evil. A good 

king and evil band of orcs had a squabble that resulted in the enslave- 
ment and imprisonment of anyone who had committed crimes against 
the State. Our hero wound up in the mines (which had been sealed by 
a magic barrier) but now the barricade has been broken and the king 

has sprung him and sent him on a special mission. 

Here, in the land of Khorinis, an earthquake has destroyed the barri- 
cade, and the prisoners are heading for the hills. A portal opened and 
before anyone could say Diablo, demon hordes were pouring through it 
into the world at large. Bandits were on 
the loose, and the farmers looked around 
and watched their crops wither. They 
shouted, “Fie on thee, military dogs! Can 
you not save my legumes?” (Maybe not.) 
Civil war erupted, and both the farmer- 
rebel contingent and the military began 
fighting in earnest, but neither side is 
safe from What Lies Beneath. 

So what’s changed? Piranha has quin- 
tupled the number of non-player charac- 
ters and the number of polygons used to 
represent them, and tripled the size of 
the environment. There are now almost 
50 spells with new effects, about 100- 
150 weapons, and three “real” character 
classes (a Paladin, a Magician, and a 
Warrior). They’ve also changed from really convoluted keystroke con- 
trols to the finesse of familiar mouse-play. At this writing, a beta test 
ensues, and the game is expected to ship this fall. @ 


A new and improved 
graphics engine smoothes 
out the graphics a bit. 
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WWII, Hollywood style 


Battlefield 1942 brings multiplayer war action 
to the masses 


by Robert Mayer 


ie yee 
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Peter Tosh once said, “Everybody wants to go to 
heaven, but nobody wants to die.” Apparently, every- 
body also wants to play a WWII shooter, but nobody 
wants to endure WWII Online. Enter Digital Illusions, 
the folks behind the late, largely unlamented 
Codename Eagle, an alternate-history WWl-era action 
game from TalonSoft a few years back. Sticking more or less 
to reality this time out, the crew has fashioned Battlefield 
1942, a vibrant and attractive multiplayer WWII shooter that 
puts the emphasis where it ought to be: on kicking ass, tak- 
ing names, and blowing stuff up. 

Whereas Corned Rat’s epic undertaking bravely, if foolish- 
ly, shot for a hard-core, minutia-friendly audience, Digital 
Illusions’ project is aimed squarely at the average multiplay- 
er shooter fan and the more casual military history buff. 
Forget fighting the less than scintillating battle for France 
umpteen times; here you get El Alamein, Kursk, Midway, 
Guadalcanal, and Normandy. You don’t need a degree from 
West Point or Sandhurst, either—the controls are all key- 
board and mouse friendly and come straight from the Quake 
school of interface design. The trade-off of course is fidelity; 
the resulting game doesn’t mimic history except in the 
vaguest sort of way. Then again neither did Medal of Honor, 
Wolfenstein, or for that matter World War II Online, despite 
its pretensions. 

Want to fly a plane? Just hop in and you’re off. Command 
a tank? One key enters the iron beast, and your basic shooter 
controls let you raise havoc with the enemy. Grab a bazooka 
and go half-track hunting, or man an anti-aircraft cannon 
and scan the skies for enemy attacks. Your goal is to defend 
or attack bases across sixteen maps from four theaters of the 
war: North Africa, Western Europe, Eastern Europe, and the 
Pacific. Your enemies and allies are up to 63 other humans, 
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[upper left] Um, that bazooka probably isn’t the best thing to 
use against a bomber. >>> [upper right] A F4U Corsair buzzes a 


Japanese tank on a Pacific island. >>> [above] Crawling up 
Omaha Beach; note the German tank counterattacking. 


connected via the Internet or a LAN. There’s a single-player 
game, too, essentially a bot fest, which will probably be fine 
for learning the controls and trying out tactics, but the core 

of Battlefield 1942 is multiplayer action. 

It looks good, too. Maybe not Unreal II good, but the 
Refractor 2 engine seems up to the task. The weapons and 
vehicles are recognizable, the character models attractive, 
and the locations are interesting, as befits a game that’s more 
about war as a game than war as reality. Is there a market 
for this sort of light treatment of first-person war? Given the 
success of the other games in this genre, and the obvious 
popularity of the subject matter, things look pretty positive 
for the game’s summer release. @ 
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Thing, was 


soundly decried Wo NM re 2 rla a) re | 


in its day. New 


York Times critic When it comes to fear, 


Vince Canby said 


pease iin the play’s The Thing 


phony looking to by Cindy Yans 
be disgusting... 


qualifies only as 

instant junk.” Instant junk being the very best kind of 
junk, the film attained something of a cult status. Now, 
Computer Artworks (Evolva) is bringing this “sense of 
fatality” story to the small screen. The game, which will 
be released on multiple platforms, is a sequel to the film. 
Taking place in the frozen Antarctic about three to five 
months later, it also involves the mysterious disappear- 
ance of a scientific expedition. Having been frozen for 
100,000 years in the ice, this not-very-friendly shape- 
shifting alien has the ability to assume the identity of any 
living thing with which it comes into contact. 


What you'll see is a quick-paced squad-based first- 
person shooter that feels like two parts Resident Evil Weapons, especially flamethrowers, produce some spectacular special effects. 
>>> [inset] Despite a very white environment, it’s a dark day for these adventurers. 


mixed with one part Rainbow Six. Since the team feels 
that it’s often too annoying to maintain hands-on control 


of your squad, they’ve created automatic behavior for the NPCs. S M4 -| 
Soldiers will auto-fight, and medics will auto-heal, so that you can stay [X CG e S No ancient Coney Island 
in the middle of the action. Since no one will be able to identify which wood and chains structures 


colleagues are under The Thing’s control, and since he will sometimes Ove r ke | S U here; instead five official Six 


seemingly help you while leading you into devious traps, you’ll be sec- Flags locations lie at the core 


ond-guessing all of the NPCs. They, too, are uneasy, and will react RollerCoaster Tycoon 2 of this sequel to one of the 
according to a “Trust/Fear meter.” High fear might cause them to have ramps it up most engaging theme park 
slower reaction times, cry, wet their pants, throw up, or have a mas- sims to date. RollerCoaster 
sive coronary in the blood drenched urinals—all in real-time. Weapons by Cindy Yans Tycoon 2 designer Chris 
are customizable, and sometimes creatable, including a pistol, a Sawyer is trying to preserve 
machine gun, a taser, a shotgun, a sniper rifle, grenades, a grenade the best features of the origi- 
launcher, and the flamethrower. nal and to eliminate or polish the glitches. They have completely 
Carpenter says, “Sometimes, what scares you the most are the redone the graphics engine, and each of the coasters in this game has 
things you cannot see.” And this underpinning is central to the basic more frames of animation than were in its predecessor’s entire product. 
design. This title is already surprisingly solid looking, and will arrive Included are item sets from six new park themes including Pirate, 
very white-backgroundedly in the third quarter of 2002. @ Industrial, and a whimsical Giant Furniture and Grass theme allowing 


you to recreate Honey, I Shrunk the Kids. The game will also 
have 25 coasters in all, nine of which are new, as well as 
more, more, more glitz. 

Of course you can design your own park and coasters, 
color more items, and create scenarios that have saved 
games small enough to share with your friends. There are 
more configurable people and situations, and more animat- 
ed pieces that can make a world so busy and bizarre as to 
resemble SSX’s mad funhouse, Tokyo Megaplex. You’ll also 
be able to see how your designs rate compared to ones that 
the pros put together, in order to find out why they’re mak- 
Benaa.o ing the big bucks and you’re not. 
oy eS You'll be able to create your coasters now outside of the 
game so that you can concentrate on them without worry- 
ing whether your vendors have run out of popcorn. And 
when you’re not building your own coaster, you can spend 
time trying to identify from which theme parks the pre- 
loaded coasters come, or at least think up new and exciting 
ways to make your patrons vomit. Yum. @ 


[clockwise from upper left] With all of the moving pieces, this looks a 
bit like SSX’s Tokyo Megaplex. >>> The ups and downs are much 
steeper. >>> Windows enable you to see cross sections of your 
creation. >>> It's national red white and blue day at the park. 
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LucasArts Whips it Out 


Indiana Jones and the Emperor’s Tomb attempts 
to reinvent its genre 
by Cindy Yans 


Some that checked out Jndiana 
Jones and the Infernal Machine 
dubbed it Indiana Jones and the 
Tomb Raider Clone (ignoring the fact 
that Lara Croft is effectively Indiana 
Jones with estrogen). Whether that 
was fair or not, few who adored 
LucasArts’ past Indy games were 
convinced that “the adventure was 
gone.” Now you'll possibly see what 
LucasArts hopes will meld the 
action-adventure genre into an 


[left] Whipmaster Jones delivers sixty lashes. 
>>> [above] As before, Indy can use his whip to 
swing from branch to platform. 


happens to be locked. You must assemble the 
Dragon Seal key from three pieces that you 
will find in this epic story, which includes a 
rickshaw chase in Hong Kong and a battle that 
will have you leaping among moving gondolas 
in the South China Sea area. 

An early look at the game shows an 
extremely robust-looking fight- 
ing system with improvised 
weapons such as table legs and 
canopy beds along with the 
usual fisticuffs and whiplash, 
and the sounds as Indy’s fists 
find their targets are downright 
crunchifying. The early combat 
looks awesome, with Indy per- 
forming such feats as delivering 
a shot in the back followed by a 
good luck kick in the groin. 
Ouch. The combat controls seem 
simple and intuitive as you com- 
bine various moves for optimum 
damage, and Indy will usually 


updated experience that will be all | Indy jumps feet first into the depths of a nearby glom on to the nearest opponent. 
| 


things to some people. And at this mosque. 


The Infernal Machine came 


point, it looks like “a go.” 
Along with developer The 
Collective, the company will release a new Indy adventure this fall. Indiana 
Jones and the Emperor’s Tomb is a multi-platform action game with, as you 
might expect in an Indiana Jones game, a lot of focus on martial arts, acro- 
batics, and hand-to-hand combat. The game is set in the Far East in 1935. 
Two thousand years before, the first Emperor of China took to his tomb a 
rare black pearl, the Heart of the Dragon, which gives massive mind control 
abilities to whomever wields it. German mercenary Albrecht Von Beck has 
hooked up with the Black Dragon Triad in order to acquire this little beauty 
with the hope of taking over organized sports teams—well, more probably to 
attempt to rule the world. Asian businessman Marshal K’ai asks for Indy’s 
help in recovering the pearl for the Chinese government. Having apparently 
forgotten his former companion Sophia, Indy has a new squeeze/colleague— 
K’al’s very-easy-on-the-eyes assistant, Mei Ying. This is an adventure game, 
so of course there will be a Daunting Task to perform. The Emperor’s tomb 
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along in a time before action- 
adventures had really begun to 
develop fleshed out storylines, but a lot of 
blood has gone under the bridge since then. 
Hopefully this title will add The Collective’s 
flash (swift kick in the groin) to LucasArts’ 
adventure sensibilities (assemble the three 
pieces) for a cross-genre/cross-platform 
game that will be as much fun as it already 
appears to be. @ 
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by Jason Cross 


It seems like just yesterday people were 

lamenting the total lack of quality superhero games on the PC, and 
now we have the excellent Freedom Force on shelves, with one of the 
more promising massively multiplayer online games, City of Heroes, 
on its way. Up to 2,000 players per server will occupy the giant 
metropolis of Paragon City to take on computer-controlled evildoers 
early next year. 

The city is enormous, covering about 36 square miles of giant sky- 
scrapers and run-down slums. You’ll create a hero (you can’t be a 
supervillain, it’s not “City of Villains”) with a list of dozens of powers 
and an almost infinite variety of costume options. In fact, the develop- 
ers cite over 2.44 x 10” unique costume combinations, where “unique” 
means at least three things different. Your hero and party of up to eight 
players can pick up randomly generated quests in various hero organi- 
zations around town, and here’s the cool part: you’re the only ones 
who can go on that quest! Other players won’t be able to enter the 
area, so you'll get a customized series of battles leading up to a dramat- 
ic end fight all to yourselves with no camping or kill-stealing or any- 
thing like that, and an appropriate reward of money, fame, and experi- 


All Along the 
Waichtowers 


Stronghold: Crusaders fights for the Holy Land 


by Robert Mayer 


Timely, or embarrassing? With Israel and the Palestinians fighting 
regularly over terrain held holy by three religions, and the US engaged 
in a campaign against Islamic terrorists and the regimes that harbor 
them, it seems almost bizarre that FireFly Studios’ next game is a foray 
into that other, earlier great clash of Western and Islamic culture. 
Stronghold: Crusader, though, looks to be so much of an improvement 
over the original Stronghold that only the most politically sensitive of 
gamers is likely to complain. 

Whereas the original game limited you to western Europe and a handful 
of stereotypical foes, this time you get four campaigns, eight enemies, and 
most important of all, a real skirmish mode. In the campaigns you’ll play 
Richard the Lionheart on the crusader side and Saladin on the Arab side, 
and each will have a different goal as well as different units to play with. 

The campaigns will feature Stronghold’s usual mix of economic and 
military gameplay, though this time strategy will revolve around con- 
trol of oases, the only place in the arid desert where you can actually 
grow food and sustain a population. Each Al character will handle the 
challenges of competition differently. In skirmish mode, you’ll start 


tae Men in Tights 


City of Heroes brings unique 
concepts to online role-playing 
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[left] The city at night, so peaceful, so quiet. 


>>> [above] Kerosene Man battles cronies of the 
Fifth Legion. 


ence to upgrade 
your powers with. 
There will be more to do, of course. An arena to battle other heroes 
(or teams of heroes), the ability to start your own hero organization, 
hazard zones for random battles, and so on. It’s nice to see that the 
superhero setting isn’t 
all that makes City of 
Heroes unique, and 
the core gameplay ele- 
ments will be a simi- 
lar breath of fresh air 
in the online role- 
playing genre. @ 
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SAVE VISUALS 


| The architecture reflects the influences of both East and West. 


with nothing but a few peasants and a burning need to get out of the 
sun, a mode of play much missed from the original title. 

New units include those unique to the region and era, plus some more 
fanciful types. Assassins can scale walls and capture gatehouses, as well 
as kill, while slaves are cheap and easily replaceable, but good for suici- 
dal tasks. Horse archers give you a mobile missile force, while grenadiers 
toss flaming pots of oil. That’s a weapon with a drawback, though; it’s 
quite easy to burn down your own buildings and people when the burn- 
ing oil starts to fly. Tweaks, features, and the ever-popular free mode 
round out the package, which should hit stores late this summer. @ 
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[above] Get ready for boss battles, like a tango with this 
Advanced Borg. >>> [right] Engine enhancements and 
faster machines means bigger, more detailed levels. 
>>> [far right] Alex Munroe: Man of Action 


Top showed people how to dial down the middle? The 
answer is found in your first mission. 

However, the bulk of the game takes place on the new 
Enterprise. As fans of the show know, Voyager makes it 
back home and all the crew are debriefed at Starfleet. The 
Hazard Team, led by Alex Munroe (you can’t be a woman 
this time, so there’s no Alexandria), stays at Starfleet to teach 

their new methods. That is, 
until Captain Picard decides 


FLOM VOYAGE tO ENterprisSe _ sowrercorvauabic and you 


The Hazard Team returns in Star Trek: Elite Force II 


by Jason Cross 


Many consider the original 
Voyager: Elite Force one of the best 
Star Trek games ever made. Its 
developer, Raven Software, has its 
hands full with other projects, so Activision has chosen the 
other “all-too familiar with the Quake engine” developer, 
Ritual Entertainment, to produce the sequel. “Voyager” is no 
longer part of the game’s title, and with good reason: the show 
is over and the new game doesn’t take place on that ship. 

At least, that’s mostly true. Elite Force II begins as the first 
game did, fighting against the Borg, only this time it’s not a 
holodeck training exercise. In the final episode of the 
Voyager TV show, the ship entered a Borg Sphere just before 
a commercial break, and when the ads were over, the ship 
was busting out. What exactly went on in there while Carrot 
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end up on Enterprise. The 
game takes place after the 
upcoming movie Nemesis, in 
which some of the crew 
departs for good. The game’s 
producers have managed to secure Patrick Stewart to 
voice Picard, though, and are looking to grab a few 
more famous voices for possible cameos and bit roles. 
All the Hazard Team’s voice actors will return. 
Gameplay will mostly follow the formula of the 
first Elite Force, a combination of run-and-gun action 
and puzzle solving through 12 missions of up to 
seven levels each. The former is enhanced by a dozen 
weapons with alternate firing modes, drastically 
improved combat Al, and the addition of melee 
weapons (yes, you can fight with a Klingon Batleth). 
The latter is mostly aided by the much-expanded use 
of those trusty tricorders, a tool that only appeared in 
the expansion to the first game. Different view modes 
let you check the structural integrity of nearby walls 
or objects to find hidden areas and such, and a radar 
mode lets you know where the bad guys are. You’ll 
see most of Ritual’s enhancements to the Quake III 
engine, also seen in Heavy Metal: FAKK 2, Medal of 
Honor, and Alice, put to good effect along with some 
new improvements like a better terrain system and 


more natural lip-synching. 

It’s safe to say that if you enjoyed Elite Force and want 
more of the same, the sequel will deliver just that when it 
ships early next year. It’s expanded enough to take advan- 
tage of newer machines and iron out some gameplay quirks, 
but the formula remains the same. @ 
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The Name Game 


Don’t let Divine Divinity’s silly 
name put you off 
by Robert Mayer 


Germany’s Larian Studios might not win any prizes in the “name the 
game” contest, but their debut role-playing game Divine Divinity is 
promising enough to perhaps overcome its unfortunate moniker. In true 
German fashion, the game is big. There are some 20,000 screens 
of locations in the game, which is even more than it sounds, and 
when they say the world is “densely populated,” they mean it. 
Towns and countryside both are teeming with NPCs, monsters, 
and assorted fauna. There are more than 100 critters to interact 
with, 150 NPCs, day and night cycles, and 96 character skills with 
five levels in each, for a total of 480 skill levels. 

Publisher CDV claims the AI is “ingenious” and uses intelli- 
gent group tactics in battle. From seeing the game in action, 
these claims may well be grounded in fact. Try sneaking by a 
shopkeeper to his storeroom, and you’re busted; lure him out- 
side by paying a bad poet to read his works aloud, and you can 
distract him long enough to slip by. If that doesn’t work, kill 


[left] The Warrior takes on a Dragon. 
>>> [above] Ye olde tavern; the 


game will include huge numbers of 
unique locations. 


something—a chicken will do—and take its form. You can’t do and you get a Diablo clone. Take the 
anything much while a chicken, but then again, it’s a great way to role-playing game path and it’s more like Baldur’s Gate. There are 
scout the area without anyone suspecting fowl play. three character types, the Warrior, the Wizard and the Survivor, repre- 

Crucial to the game’s appeal is the way you can supposedly deter- senting different proportions of action and role-playing. Does it work? 
mine the type of game you’ll experience. Go for the hack and slash, We'll find out later this year. @ 


use the same 3D engine. In other words, it’s kind of like WarCraft 


[left] The commander looks down from aod ; 
above. >>> [below] The view from the meets Quake, with some Sacrifice or BattleZone thrown in. 


ground is more visually interesting. Set in a future world with little technology and two tribes, one 


human, the other alien “beasts,” Savage is designed for up to 64 play- 
ers, with 32 per team. The host is by default the commander, and the 
other team elects their own. The goal for each game is to destroy 
your opponent’s command center. The commander looks down on 
the world in standard strategy game fashion. The commander has 
sole control over the peon units, and can set them to gather the 
game’s three resources. AS commander, you also do all of those 
things you do in your standard real-time strategy game: upgrade, 
research, and build structures. 

Meanwhile, you can also issue simple orders to all of the other 
human players. These orders generally appear as visual waypoints on 
their screens, with the commands appearing onscreen (They’ve still to 
determine some of the specific commands, and how they’Il represent 
them in the game, as it isn’t scheduled for release until 2003). 
Individual players aren’t required to follow these orders, but the com- 
mander is in control of whether or not to upgrade your units (either 
in the field or when you die in battle), so you might want to do what 
he or she says. Players can also be booted from the game, and com- 
manders voted off. 

The combat units fight each other from a third-person view. There 

are three classes of units—small, medi- 
um, and large—some ranged attackers, 


Microsoft’s Allegiance is a foot- 


é 
note in online gaming, but its Swea r Alleg id NM Ce and siege units for taking out buildings. 


players swear by its combina- Units will be able to collect resources 


tion of large-scale tactics and Those that play together survive together from downed opponents, so that gives 


elegant one-on-one space com- in Savage them more incentive to be good fighters. 
bat. Savage, from S2Games, is a While it superficially looks terrific, 
sort of land-based fantasy ver- by Steve Bauman with sharp 3D graphics, the key for 
sion of that game, where one Savage will be to properly entice players 
player plays the commander, to interact with one another without 
issuing orders from a top down view and dealing with resource negatively affecting the game. With a few simple checks and balances, 
gathering and other high-level tasks while other human players con- they might be on the right track. @ 


trol foot soldiers and fight the good fight on the ground. Both modes 
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First-person genre bending is back 
with DX2: Invisible War 


by Jason Cross 


Despite having a linear storyline, Deus Ex made enor- 
mous strides in giving players control over the means of 
tackling moment-to-moment challenges. It was set in a 
near-future world that was part X-Files and part Blade 
Runner, where underground conspiracies jockeyed for 
power and large corporations were more effective than 
government in a world where the sun never seemed to 
come up. 


| [below left to right] The graphics are a big step up from the 
| first game, but just as dark and gloomy. >>> Characters 
| are smarter, more detailed, and more expressive. 
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[left] RUN into this table hard 
enough and the cups will actu- 
ally rattle. >>> [above] Every 
object casts real-time shad- | 
Ows, an important change for | 
stealth players. | 


The sequel, subtitled 
Invisible War, takes place some 
15-20 years later, but that’s 
about as much of the plot 
you'll get out of producer 
Warren Spector. What he is 
willing to divulge is that you 
won't play J.C. Denton this 
time around, though he’ll be a major figure in the story and you’ll run into him often 
during the course of the game. Instead, you’ll control, and create “Alex D.,” ambigu- 
ously named on purpose so that you can be either male or female. This was meant to 
be a feature of the first name (hence the generic name “J.C.”), but was simply too 
difficult to pull off. Spector is keeping his trap shut about the rest of the story. When 
you ask if the fact that you could reach three different endings in the first game will 
have anything to do with the story of the sequel, he simply says, “Yes,” and takes a 
long slow drink from a bottle of water. 


The first game had quite a few tech problems, which the team in Austin is deter- 
mined to remedy this time around. “We spent all our time being ambitious with the 
design the first time around,” Spector says. “Now that we know what the game is, we 


can spend more time on the tech.” And spend time on it they have. The team has 
licensed the latest Unreal engine and replaced the renderer with one in which every 
single object and character produces real-time shadows. It’s not quite Doom III, but it 
looks fantastic and really impacts gameplay. Taking the stealth route in the first 
game wasn’t exactly easy, but the ability to dynamically create and hide in shadows 
will give sneaky players more options. Spector is perhaps a bit hard on the first 
game’s stealth features. “We were the second best stealth game on the market 
[behind Thief],” he says, “and we sucked. Now we’re not going to.” 

The Havok physics engine was licensed to complete the believable world experi- 
ence, and it’s a marvel to behold. Every single object in the environment has mass and 
reacts in an appropriate way, so tossing a grenade indoors will cause furniture to fly 
and plants to topple. You can even bump into shelves and watch the objects rattle, and 
maybe fall off, producing clatter that could send guards over to investigate. All these 
nifty graphics and physics are only so much eye candy if the AI isn’t smart enough to 
deal with it, and fortunately, that aspect of the game has taken huge strides as well. 
Characters are smart enough to know you're staring at them and comment on it. In 
fact, there’s literally three times the speech of Deus Ex in Invisible War, and a dynamic 
speech generation system will let the Al comment on just about anything. So after you 
mess up all that furniture with a grenade, a guard might come over and actually say, 


Syberia 


| Apparently in the future there’s a shortage of fluorescent lights, so even scientists are 
| forced to work in the dark. 


“Hey, who messed up these chairs?” Expect to see these remarks accompanied by fancy Soldiers of Anarchy 


lip-synching technology and a new system to produce some emotive physical acting 
from the virtual cast of characters and extras. 


Porting Deus Ex to the PlayStation 2 really taught the team a lot about interface 
design. What they had thought was a good interface the first time around now seems 
like a ridiculous mess of screens and sub-screens. They’re applying the lessons 
learned to both the PC and Xbox versions of the sequel. “Simplifying the interface 
without simplifying the gameplay is such a goal for us,” Spector comments. Nothing 
on that front is finalized yet, but you can definitely expect to see all pertinent infor- 
mation in one place instead of separate status screens for inventory, health, augmen- 
tations, and so on. 

All that’s known about the release is that will happen in 2003, but even the creators 
haven’t nailed down a more specific date. Part of this is due to the production process 
of a game with as many simulation aspects as the Deus Ex franchise. When the game 
is complete from start to finish, Spector assures us, it’s not yet any fun at all. At that 
point it’s just all the ideas they had for the game, all the interconnected systems have 
to be tweaked, pruned, and prodded until they’re actually fun; and this process takes 
six months or more. Still, when asked if there’s an internal date they’re striving for, 
Spector says, “Yes,” and takes a long slow drink from a bottle of water. 


Praetorians 


The hundreds of hours you wasted—er, spent 
productively—playing the latest version of Sid 
Meier’s Civilization will not have been for 
naught. They will have prepared you for taking 
on Firaxis’ latest challenge, Civilization III: Play 
the World. While many have dubbed it “just an 
add-on pack,” it actually goes beyond the scope 
of most add-ons, introducing eight new civiliza- 
tions, new units, new starting locations, new 
tile-sets and editor options, animated siege 
weapons, and an all-new multiplayer compo- 
nent with several different modes available. 
Reminiscent of Age of Kings and Conquerors, 
the new civilizations include the Mongols and 
the Spanish, led by Genghis Kahn Temujin and 


Catch as Catch Kahn 


Civilization: Play the World is good for a quickie 


by Cindy Yans 


Queen Isabella I, respectively. The Mongols’ 
unique units include a classy “keshik,” which, 
if you look it up in your handy Mongol 
Glossary, is defined as “a tribal officer trained 
to protect the Khaan and also in charge of 
Tribal security.” He is a heavily armored and 
equipped warrior, while the unique 
Spanish conquistador unit employs 
firearms, lances, and sports a large 
war dog heavily equipped with Alpo. 

For both land and sea based units, 
a stacking feature will allow you to 
better manage your armies by 
grouping them according to unit 
type and speed for more streamlined 
travel. For example, the ability to 
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stack disparate units can enable faster ones to protect slower ones like siege 
engines. Auto-bombard will allow you to give a “pound them until either I say 
‘Stop’ or either of you perish” order; and you'll be able to look through units 
and cities to find what you’re seeking with an improved search cycle. 

As for multiplayer mode, remember those 4AMs, when the game you 
started at 10:00PM was still in a static state of push-me pull-you? You can 
still do that to yourself if you like with simultaneous, play-by-e-mail, turn- 
based, and with people at the same machine. But for those of you who 
must sleep, the developers that have felt your pain. They have added a 
“turnless” multiplayer game as well as some sharply tuned quickie games 
like Regicide, Elimination, and the nearly unavoidable favorite, Capture the 
Flag, except it doesn’t have to be a flag. It can be a relic, an artifact, or a 
Coke bottle (which is an artifact, actually). 

In Regicide, the kings you kill may not really be “kings.” They’ll be civi- 
lization specific figures like Abraham Lincoln or Gandhi. Yes, you can chase 
Gandhi across the world and wipe his sorry butt off the map. As 
he meditates. The turnless mode is actually still turn-based, but 
appears as though it’s playing out in real-time. It eliminates the AI 
phase and sets a short time limit on your turns so that the game 
will play faster even when waling with sticks, or pushing your 
animated siege engines around. It will react to the game state at 
the time of your “turn” and allot time depending upon how well 
or poorly you happen to be doing. Finally, for scenario creators, 
they intend to include several new tile sets, including WWII, Medieval, 
Japanese, and a dinosaur set. It seems as though there’s something for every 
type of Civilization player, and there sure are a lot of you, so sit tight. @ 


[clockwise from below] Note that this territory 
is surrounded by radar towers. 


>>> Conquistador land. It's so Spanish. 
>>> Ah, ah, ah, Keshik! “Gesundheit.” 


Lara Croft Tomb Raider: The Angel of Darkness 


One of the hottest Xbox titles 
for its European launch was 


The first PC port hits early Rallisport Challenge, an arcade- 

with Rallisport Challenge style rally racing game with 
stunning graphics and superb 

by Jason Cross handling. Now it’s coming to 


the PC basically pixel for pixel 
looking just like the Xbox version, only better since the resolution is higher. Same 
cars, same tracks, same physics model that’s not quite a sim but not quite as forgiv- 
ing as a quarter-munching arcade game. Though the “unlock cars and tracks” setup 
isn’t quite what PC gamers are used to, the track design and control made it a blast 
on the Xbox and it should be a blast on the PC this holiday season, too. 


[top] The car models look amazing. >>> [left to right] Best-looking offroad PC racer 
ever? Could be! >>> What would rally racing be without some slippery winter tracks? 


Return to the 
road with Need 


For Speed Hot 
Pursuit 2 


by Steve Bauman 


It’s been a while since Up close and personal with a Ferrari. The 


Porsche Unleashed, but the game actually looks better than this 

Need for Speed series returns with its fifth 

entry, Hot Pursuit 2. It will feature over 20 

exotic cars, from your garden variety Corvette to various Ferraris, Porsches, and 

Lamborghinis. There will be over 20 courses, some of which are quite long (over 15 miles) 

and cover the usual spectrum of environments designed to showcase your fancy video card. 
The “Hot Pursuit” mode is back, as is a “Be the Cop” mode, where you get to hunt 

down speeders. It will include eight-player multiplayer. It’s graphically impressive 

and features an all-new engine; it’s scheduled for release this fall. 
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€ Employ stealthand 
espionage or go in with 

all guns blazing— 
experience multiple ———~ 

styles of gameplay with 

high-tech equipment 
including a ZimoTech™ 

GPS Map Computer and 
night vision goggles 


“Take on intense 

missions inaworld- _ 
“spanning storyline 
‘through three massive 

- theatres of combat— _ 

_ Russia, Chinaand = __ 
‘the Middle East. 


_ . Choose froma 
_—_s | = =83=2ESEs— |s armory of 27 
| | authentically 


knives and sniper 
rifles to portable 
rocket launchers and 


Operate a stability- 
sensitive weapons 
targeting system— 
experience the 
hostile environment 
of a hattlezone. 


online multiplayer — 
gameplay allows for 
complex levels of © 
team coordination. 
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from that. So what we basically did is said, ‘Okay, 


"re making a spy game, so everything has to be 
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Hubbard demonstrates the new AI by putting himself in 
“ghost mode” and flying around a sample level to spy on 


7 ,%, his characters. Every character has a range of idle activi- 
¢/, ties, most of which interact with the environment. The 


scene is a snowy military base in Siberia, staffed with 
bored soldiers. Someone gets up from a desk, pushes the 
chair in, and goes outside to smoke. Someone else yawns 
and stretches, takes a sip from a pocket flask, then goes 
to a cot to lie down and take a nap. Another character 
opens a filing cabinet drawer and rifles through it, then 
closes it. There’s someone futzing with a vending 
machine that stole his money (obviously on loan from 
Half-Life’s Black Mesa Research Facility). 

Since these behaviors are all aspects that the AI 
knows about, it can interact with the level, but there 
are some unexpected results. Hubbard sails his ghost camera 
into the restroom, where one of the soldiers is standing at a 

urinal. He explains that the AI is flexible enough to know 
that if the urinal has been destroyed, the character will just 
go outside and do his business behind a tree. Hubbard is 
going to demonstrate by destroying the urinal, but he has 
the courtesy to wait until this soldier finishes his business. 
In the meantime, another soldier walks in and sees the uri- 
nal occupied by his comrade. The newcomer steps into the 
corner of the room and does what he should have been 
doing on a tree outside. 

“Uh, we still have to iron some things out,” Hubbard 
says, apologizing for the soldier taking a leak in the corner 
in the same tone you might apologize for a crazy uncle, 
“but what all this means is that when you’re sneaking 
around, they’re not just standing there. When you come 
around a corner, they’re not just waiting there with a gun.” 

This is where the stealth elements of No One Lives 
Forever 2 come into play. Since enemy characters aren’t just 
walking a preset patrol path, hemming, hawing, and hum- 
ming all the way like the guards in Thief, Monolith wants to 
show them off. “We really want people to see the AI in its 
natural habitat,” says Kevin Stephens, the director of engi- 
neering who’s in charge of coordinating all of the elements 
that go into the game. 

The new ability to lean around corners makes it easier to 
spy on the AI without exposing yourself. Also, the level 
design includes hiding places designed to afford a view of 
what’s going on. When you enter one of these areas and 
stand still, an icon appears on the screen to indicate you’re 
hidden. Unless a guard comes to investigate in response to 
some disturbance, you’re free to observe as long as you want. 


Cate goes womano-a-womano with Isako, a Japanese assassin. 
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Disturbances can range from the quiet snick of a gun 
being reloaded to actual gunfire and explosions. “Each dis- 
turbance has a different alarm level,” Hubbard says. “If it’s 
a bottle falling over, it could be a cat or something, so 
they’ll investigate it, but they won’t be concerned. But if 
it’s a gunshot, they’re going to be much more alert to your 
presence.” A guard discovering a light switched off will 
unsling his gun and look around before turning the light on 
and going about his business again. But a guard discover- 
ing a body will run and get help, leading to a team of sol- 
diers with weapons at the ready checking through the 
level’s various hiding places. 


Hubbard demonstrates the various responses by toying with 
the guards. He unscrews light bulbs, throws objects, and 
generally goofs around like an errant poltergeist. But once 
he leaves ghost mode and starts firing, all hell breaks loose. 
The guards take cover based on where you are located, 
responding to the angle from which they’re being attacked 
rather than just jumping into scripted defensive locations. 
He shows how they’ll move laterally to try to get around an 
attacker rather than just running straight at the source of 
gunfire. If you want to play through the game as if it were a 
conventional shooter, you can lower the difficulty settings 
and fire away, but Hubbard hopes to make No One Lives 
Forever 2 about much more than gunplay. 

“IT consider myself a pretty good player, but I can’t blaze 
through these levels,” he says. “I think if you learn the AI are 
smart and they work together, and that if you create a distur- 
bance they’ll fan out and search, and when they get into com- 
bat, they split up and try to come at you from multiple 
angles, when you start seeing that happen, you’ll learn, ‘well, 
okay, maybe I should be a little smarter about this.’ This is 
better than us just saying ‘you’re going to fail if you’re seen.” 

In the first game, if the AI detected you, the stealth mis- 
sion suddenly ended. But here, Hubbard hopes the combat 
AI will encourage stealth rather than Monolith’s having to 
force it into the game via mission objectives. 

“If you build a game around game systems,” he says, 
“you're giving the player more options for how to tackle 
problems.” He notes that the game is still relatively scripted 
in terms of the story, but the specific moment-to-moment 
reaction to the player and the actions of the AI, those aren’t 
scripted. “It’s opening it up. The more freedom the player 
has in the story, the more tension you get, the more satisfac- 
tion you get from coming up with a good solution.” 

“It helps us avoid what we like to call the ‘monster clos- 
et problem,” says Stephens, “You know the monster closet. 
You walk through a level and when you walk over here, 


you touch a trigger and now this door opens behind you 
and all these monsters come out. And they kill you, but 
now you know where they come from. So you reload, set 
the trip mines, and you kill them. Okay, that’s gameplay, 
sure, but we’re really trying to de-emphasize that kind of 
gameplay. We want you to walk into a room and a guy 
comes out of this door. But then you go into that level 
again and maybe there is no guy coming through that door 
now. Maybe he got up and went to the bathroom, so now 
when you’re searching for a file, he comes in the other 
door. You shouldn’t be able to load a saved game and have 
everything play out exactly the same way. It should be 
much more dynamic.” 

“Besides,” he adds, “It’s weird when all these guys come 
out of a room when there was no way to get in there. And 
what were they doing in there? What were you guys all 
doing in there by yourselves?” 

Once you dispatch a guard you can take rifle through his 
pockets using the new searching feature, which is one 
aspect of the new character advancement system in the 
game. In NOLF, Cate had skill levels in things like stealth 
and marksmanship. If you did particularly well on a level or 
accomplished some bonus objectives, your skills could go 
up. However, this was all behind the scenes, so you never 
really had any idea it was going on. But this time, you will 
earn points and spend them on raising skill levels in marks- 
manship, stamina, stealth, carrying ability, searching speed, 
and gadget use. This gives you an incentive to explore and 
accomplish bonus objectives. 

“If you just take the main path,” Hubbard says, “we guar- 
antee there’s a minimum amount of points you’re going to 
get just for completing the objectives, so that you can 
advance your character enough to feel a sense of progress.” 
But he notes there will also be a lot of options, little things 
you can do to get more points. “For example, there might be 
something that says ‘try not to set off any alarms’ so if you 
get through without doing that, you get a bonus. We want 
to eliminate mission failures as much as possible,” he says, 
“and encourage you to get bonus points.” 


Hubbard promises that there won’t be as many exposition- 
heavy cutscenes in the sequel as there were in the original 
game. Instead, he plans to build the storytelling into the 
gameplay. Monolith is understandably reluctant to disclose 
too much about the plot, but what they will say is that the 
story begins with the United States discovering something 
called Project Omega that has the potential to start World 
War Ill. They appeal to U.N.I.T.Y. to investigate, and Cate 
Archer begins by trying to infiltrate a Soviet military base in 
Siberia. Among No One Lives Forever 2’s other locations are 


PSS 


While there are a fair number of standard weapons in VOLF 2, such as a sniper 
rifle, and a few machine guns and pistols, the designers have added several 
more spectacular weapons and gadgets, some of which are very tongue in 


cheek, that should “kitsch up” the combat quite a bit. 


Vincicater Model & 
Grosse pth wy 

A skeletonized, self-cocking, magazine-fed crossbow. 
Crossbow bolts that strike enemies dead in the chest will pin them 


back against nearby walls. 


Lipatick Spy Camera 

Cate’s cleverly disguised pocket spy camera in Tulip, her 
favorite shade. Features a double zoom for preci- 
sion shots. 


cc CaN eee 
An ordinary banana (musa sapientum)—extremely devious. 
Bananas can be rather hazardous if left lying about. 


aeocr Vrere 

A painful but generally non-lethal mandibled snare. Bear 
traps can be effective means of interrupting a 
patrolling guard. If you're caught, however, you can 
escape by jumping repeatedly. 


Geaping Gas Canister Grenade 
Releases a cloud of knockout gas upon detonation. Anyone 
inhaling these fumes will take an involuntary nap. 


Magery Micty Proniomity Wine 

Once activated, the kitty will sit around looking 
cute until someone gets close enough to trigger it, at 
which point it will emit a gleeful meow, pounce at its 
victim, and explode. There are sleeping gas, explosive, 
and other devious varieties. 
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Japan, where Cate takes her trusty new lipstick camera on a 
reconnaissance mission and ends up in a womano-a-wom- 
ano showdown with a female ninja assassin named Isako. 

In India, Scotsman Magnus Armstrong returns to help 
Cate infiltrate a local H.A.R.M. organization. At one point, 
someone stabs a U.N.I.T.Y. contact before he can deliver 
crucial information and Cate is spotted standing over the 
body. She has to rely on non-lethal weapons like her mas- 
cara stun gun to elude Indian police who chase her with 
their batons held aloft like The Keystone Kops. 

Then there’s Ohio. 

“During pre-production, we sat down and figured what 
are the things people liked about NOLF that we need for 
NOLF 2,” explains Stephens, “and one of the things was 
exotic locales. There were a couple of references in the first 


game to Ohio and we had some fans on the forum asking if 
we were making fun of Ohio. So we ran with that idea and 
figured we’d make Ohio one of our exotic locations.” 

In trying to come up with the specifics of an Ohio set- 
ting, someone on the team suggested a trailer park. And 
what sort of prominent feature would you find in a trailer 
park? A tornado, of course. Lead level designer John 
Mulkey shows what is sure to be one of No One Lives 
Forever 2’s most memorable set pieces, much like the sky 
diving sequence in the first game. The actual geometry 
looks pretty straightforward, but it’s the sense of wind and 
motion that really makes this a lively area. An Airstream 
trailer blows over and bounces around the level like a huge 
ungainly pinball. You’ll want to avoid getting hit by the 
rolling trailer while hopefully maneuvering your opponents 


No One Lives Forever 2 uses Jupiter, the fourth iteratio on of the 


_ LithTech engine. It’s an almost complete rewrite of all major compo- - : 


nents, with no vestiges left of LithTech’ s software rendering support 


__ This gives them much more room to play with the advantages of 3D __ 


acceleration. Brian Goble, VP of technology at LithTech, says, NOLF 2 


will show developers what Jupiter is capable of. “It's an amazing leap — 


from our previous systems.”“We've always had crappy water in our 
games,” Craig Hubbard confesses, “ So this time...” He shows a 

| small stream in the center of a Japanese garden. The surface displays 
_a wavering reflection of the sky and nearby trees. If characters move 
through it, it ripples behind them. With new support for dynamic light- 


Ing effects, you can shoot out individual lights. There are new particle 


effects, new models for foliage, and more detailed character models 
and animation.Textures are more detailed and varied than before, with 
various terrains seamlessly blending into one another using multiple 
layers with alpha blending and a new decal system. This results in 
borders of dirt roads that transition nicely into grass and snowy 
ground that gets steadily more trafficked with footprints near door- 
ways. Characters cast realistic shadows that properly climb walls 
stairs, fade out with distance, and stretch realistically depeedhig ct on 
the angle of the light, and the performance penalty is small enough 

__ that you can actually leave the shadows turned on for once. 


Advanced tricks like true reflections and bump mapping are in the mix 


as well, though at this time artists at Monolith haven't yet produced 


the quality bump maps necessary to show them off. We're assured 
you il see bump-mapped surfaces in the final game, though.Character 
movement is detailed and fluid, with multiple animations easily blend- 
ed together and detailed facial animations that really lend emotional 
weight. New custom-made phoneme based lip-synching code makes 
mouths move the way they're supposed to instead of jaws jabbering 


into its path. Screen doors bang frantically in the wind and 
leaves swirl through the air in eddies. Trees and even tufts 
of grass sway and tremble. A huge funnel cloud will dance 
around the perimeter of the level. The pickets ripple off a 
fence and fly through the air like arrows. Mulkey points 
out a parked muscle car next to one of the trailers. “We 
have plans for that car,” he says, “and it’s going to involve 
getting nailed by pickets.” 


Not in Kansas anymore 

This tornado will be the scene of one of Cate’s battles 

with an assassin. During the course of the game, several 
attack Cate, including one who employs evil mimes with 
Tommy guns and some strange animation routines; their 
sideways dodges are mimed rope pulls and when they 
duck, they do the “walking down stairs” routine. Isako’s 
introductory cutscene in Japan includes a Matrix-inspired 
bullet time sequence and the ensuing battle features 
shuriken and a katana, both useful for killing guards silent- 
ly to avoid raising the alarm with a gunshot. The crossbow 
will be similarly useful, but more powerful with its ability 
to pin enemies to the wall if you hit them in the chest. 


A lot of the weapons and gadgets in NOLF 2 will be specif- 


ic to certain regions. Siberia will feature bear traps that you 
can lay in order to immobilize any enemies who step on 
them. Some weapons, like the mimes’ Tommy guns, will 
only appear in the game when you take them from dead ene- 
mies. This will allow Monolith to force a bit of variety into 
the weapons the player will use, as opposed to the original 
NOLF, where you could just pick your favorite gun from the 
arsenal and stick with it through throughout the game. 

Stephens explains that they’re also avoiding putting 
things into the game that don’t have obvious uses. “I think 
on NOLF 2, we can focus more on certain aspects of the 


game 

and 

making 

them useful and 

interesting, on adding 

value, so that when you get something, 

you know it’s cool. Not like the poodle, where you get the 
poodle and it’s like ‘now what do I do?’” 

NOLF’s robot poodles were a mystery to many players 
who didn’t figure out that they were only useful for distract- 
ing dogs. But the counterpart in the sequel is the proximity 
mine kitty, which has an immediately obvious use. Wind it 
up, set it down, and it’ll pounce on anyone who comes 
near. There are explosive, stunning, and sleep gas varieties. 


head down 0 take: an na <os where the rab systems comes in 
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oo around. “You've 
. — got tobeableto — 
honk the horn on the 
- truck,” says produc- 
er Samantha Ryan 
as her general rule of 
interactivity in the 
__ level design. With 
__ additional reporting 
by Jason Cross 


The classy lipstick camera replaces the glasses from the first 
game, and the new flashlight is a key chain with a glowing 
U.N.I.T.Y. globe. 


Monolith has decided not to include any of the traditional 
multiplayer modes. There will be no deathmatch and no 
H.A.R.M. vs. U.N.I.T.Y. Stephens explains that he found that 
a handful of core games and mods are clearly dominant 
when it comes to traditional deathmatching, team-based 
gameplay, and variations like capture the flag. If 

Monolith were to spend the time to include deathmatch 

support, NOLF2 would probably enjoy a brief spate of 

online activity after its release, only to have most players 
go back to Counter-Strike, Quake III, or Unreal 
Tournament within a few weeks. 

So Monolith has instead decided to offer a type of multi- 
player game often overlooked in action titles: co-operative 
missions against AI controlled characters with separate mis- 
sions. “I don’t want people to think it’s like Halo, where 
you can play the whole single player game,” cautions pro- 
ducer Samantha Ryan. She does note, however, that you 
won’t have to have multiple people to play these levels; you 
can just start a server and play them alone if you’d like to 
try them as single player missions. 

Monolith is still determining exactly how these levels will 
work, and was unable to discuss how the difficulty level 
might scale with multiple players, whether stealth elements 
will be included, and whether there might be any sort of 
storyline behind them. And although there will be no built- 
in mechanism to fight other players, Hubbard points out 
that you’re welcome to turn on friendly fire and shoot your 
teammates if you'd like to. 


Cate Archer is distinct among computer game heroines for 
the lack of cheesecake factor in how she’s portrayed. 
Hubbard jokes that this is a result of having had positive 
female role models when he was a kid. “When you create 
something, your target audience is yourself,” he says. “We 
just sort of cater to people who are interested in someone 
more sophisticated. I think a woman like Cate is more 
intriguing. She’s competent, she’s self-confident, she’s capa- 
ble, she’s human. Lara Croft is cool. She’s a tough archaeol- 
ogist, but there’s not much there to latch on to. Obviously, 
she’s a comic book character. But to us, it’s much more 
interesting to have someone more real.” 

When asked why she has green eyes, Hubbard knits his 
brow. “Does she have green eyes?” he asks. He picks up the 
box from a nearby shelf and looks at it. “Yeah, I guess she 
does. That was a whole marketing issue,” he says, explain- 
ing how Cate evolved from an early sketch he has on the 
wall of his office. This early version of Cate Archer looks 
like a coy kewpie doll with a “come hither” look on her 
child-like face. 


Ninjas. | hate these guys... >>> The shuriken offers all of the 
killing power of a gun with none of the noise. 
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The original Cate was a little bit more comic book pro- 
portioned,” says Stephens, “and we all didn’t like her. The 
whole team was like, ‘no, we’re not making that kind of 
game.’ There’s a bunch of female characters in chain mail 
bikinis and we don’t want to be like that.” 

Although some fans might be disappointed that Kit Harris 
isn’t returning to do the voice of Cate Archer, Monolith says 
they’re very pleased with their new Cate, Jen Taylor. “She 
totally sounds the same [as the first Cate],” says Hubbard, 
“We worked with Jen on Aliens vs. Predator 2 and she’s just 
perfect for the role. She does the accent just great.” In addi- 
tion to playing Tomiko in Aliens vs. Predator 2, Taylor is 
one of the voice actresses from Halo for the Xbox. 

Also back is Santa, again voiced by Ken Boynton 
(another of Taylor’s co-stars from Halo), but this time the 
training modes will be different. “Training will be done 
within the various missions as opposed to at U.N.I.T.Y.’s 
headquarters a la NOLF,” says Ryan. “We hope this will 
add to the immersive feel of the levels and allow players 
to become acquainted with the new weapons and gadgets 
in their intended settings. Santa will relay crucial informa- 
tion to Cate via a robotic mynah bird that he can dispatch 
into the field.” 
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Monolith knows that one of the best things about NOLF is 
the occasional pleasant surprise you’d get from eavesdrop- 
ping on the guards. “Those guys are our forum for the trials 
and tribulations of everyday life,” says Hubbard. Also 
returning from the first game is the beer guy from the 
Hamburg level, who will be discussing managerial styles 
this time around. 


One of NOLF’s subtlest and greatest achievements is its 
dynamic music, not just for the spot-on sixties grooviness, 
but also for the way it weaves a thread through the action. 
The music indicates the state of the Al. The sequel will 
feature the same musical cues to let you know how 
alarmed the AI is, with a variety of intensity levels for 
each theme. “That’s how you know what’s going on,” 
says Hubbard. “If the music changes, you know, ‘uh- 
oh, they’re on to me.’” 
“One of the things we found with this game,” says 
Hubbard, “is that the locales are so specific that it was 
easy to come up with musical themes based on where 
you are.” He demonstrates by loading a level set in India 
and using console commands to change the disturbance 
level for the AI. As he increases the level, the sitar gets 
more insistent and then the bongos come in. The tempo 
picks up. It’s unnerving in a distinctly Indian way. “God, 
there’s so many intensity levels,” he says as he increases 
the urgency goes up a notch at a time. “There used to be 
only six.” 

“Thus the 18 megabyte music file,” Ryan says. 

Next he loads a level in Siberia. A balalaika, that Russian 
stringed instrument reminiscent of Fiddler on the Roof, 
strums away. Hubbard starts out sneaking quietly past the 
guards, but once they hear him, a martial flair threads into 
the theme. When the firing starts, it escalates into full-blown 
Stravinsky Rite of Spring musical hammering and then— 
”Watch this,” Hubbard says—he tosses a banana at a guard, 
who slips on it, his legs flying in the air with the classic 
“slipped on a banana peel” cartoon sound effect. You know 
the one. “That’s one of our non-lethal weapons,” Hubbard 
says, pleased at the overall Tex Avery effect of a Soviet guard 
in a furry hat falling on his ass to a thundering orchestral 
soundtrack and that swooop banana peel sound effect. 

“The things that separate us from the competition are 
mimes and bananas,” Hubbard deadpans. “Our sense of 
humor is literary pretensions mixed with B-movie aesthet- 
ics. We’re just a bunch of people with a bizarre sense of 
humor. We had a meeting the other day. We were original- 


Cate’s compact is useful for decoding documents and fixing 
makeup. >>> This is what you get if you don’t knock first. 
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ly doing some brainstorming about AI behaviors, but then 
the whole banana thing came up and by the end of the 
meeting it was all about bananas and slipping and falling.” 
His laugh trails off as he realizes it might have been one of 
those “you had to be there” moments. “It’s hard to 
explain,” he says sheepishly. 

But what Hubbard might not realize is that he doesn’t 
have to explain, because it works. No One Lives Forever was 
a turning point for Monolith, partly because it was a depar- 
ture from titles like Shogo, Blood 2, and Sanity, but mostly 
because it captured, with perfect pitch, the comic tone of 
guys sharing inside jokes with you and goofing on spy 
movies. No One Lives Forever 2 is so promising not so much 
because of the improved technology, organic AI, and new 
settings. Instead, it’s the promise of Hubbard and company’s 
unique sensibilities at work once again. 
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» gamers lug their computers somewhere with a 

length of cable to meet each other and play 
some games, you have a LAN party. They’re generally held on 
Saturdays, lasting well into Sunday. Some are in houses, some 
are in warehouses, some are in empty garages or classrooms or 
offices. Some have a dozen people, some have a few hundred. 
Some are weekly and some are every few months, depending on 
when the host’s wife leaves town. 

Going to a LAN party can be just like going to any party. If 
you don’t know anyone, you might find yourself sitting alone in 
the corner telling yourself how much this sucks before slinking 
home and feeling like some miserable maladjusted wretch. It’s far 
better to go with a friend or two. 

“I don’t really know anyone here,” Neo says, grateful that 
I’m talking to him. He was one of the first to show up. “I got 
the best chair,” he beams, pointing to some sort of budget 
Aeron. His computer is set up in the far corner. When I came 
in, he was running around an empty Counter-strike map. He 
came over and started talking to me while I was setting up. I 
assumed he was in charge and I asked if I was supposed to pay 
him the $10 fee. 

“No, but ve been coming here the past three weeks, so I can 
help you if you have any questions. The thing that sucks is that 
my car broke down. I had to take a cab here. | live like a half 
hour away, so it was fifty bucks.” 

“You took a cab? With your computer?” 

“Yeah, but I’m gonna be here all night.” 


Seeing guys like Neo 
crashed out with 
.— their head on the 
table isn’t unusu- 
al. Complete with 
the tiny puddle of 
drool. But that 
comes later. Right 


- [counterclockwise from top] Have Pentium, will travel. >>> A hig 
at work: >>> Low w lighting sets the mood. 


now it’s 
party’s 


early. There are only about ten people here and the 
just getting started. 


My computer asks for the Windows 98 CD when I plug in my 
USB mouse. 

“Do you have a Windows 98 CD?” I ask Neo. 

“No, but maybe one of these guys does. I’ll ask. Hey, guys,” he 
bellows, still loitering beside me, “Dude over here needs a 
Windows 98 CD!” 

Normally, setting up is pretty easy. Don’t be daunted by the 
prospect of taking apart your computer and carrying it to a LAN 
party. Not only is it not nearly as complicated as you might 
think, but it’s also a great way to inadvertently blow the dust off 
your rig from time to time. The hardest part is not forgetting your 
power cable, which people do all the time. 

A lot of LAN parties are noisy. Here there are dozens of com- 
puters playing various games competing with a stereo system 
playing a Van Halen CD, which must be someone’s idea of nos- 
talgia. There’s even a big TV hooked up to a DVD player. Tomb 
Raider is on, with the sound turned low so you have to stand 
right in front of the TV to hear Angelina Jolie’s British accent. 
Jurassic Park III, Phantom Menace (twice), Eraser, and Conan the 
Barbarian will all get a turn in the coming hours. Eventually The 
Matrix just replays over and over. 

At many LAN parties, you have to bring headphones. This 
gives you a powerful sense of being physically tethered to your 
computer. Sometimes you’ll see someone whose nose is only a 
few inches from the monitor. Half the time he’s just really into 
the game. The other half of the time, his headphone cord isn’t 
long enough for him to sit back. 

LAN parties can be very dark. Windows are papered over and 
lights are shaded. Ideally, it should perpetually feel like 9:30PM. 
Also, LAN parties can acquire a stale locker room smell. The 


lower the ceiling, the more cloying the air. Throw over a dozen 
sedentary guys eating junk food in a poorly ventilated window- 
less room and you can imagine the olfactory result. 

Food at a LAN party is rarely actual, substantial food. You get 
chips, cookies, and pizza, stuff you eat on the fly. There are occa- 
sional o itings for fast food, usually guys going in clumps. 


Sometimies it takes a while before there are enough hungry peo- 


ple for < fast food outing to reach critical mass. 


“Hey any of you guys hungry?” Neo asks. 

There is silence. Except for the Metallica CD and the sound of 
thirty people playing Quake III capture the flag. 

Fifteen minutes later, Neo asks, “Is anyone hungry yet?” 

“A litle,” someone says. 

“Let’s do a Burger King run.” 

“Okay, after this game.” 

After that game, Neo says, “Okay, time for a Burger King run.” 

“Actually, I think I’m just going to have some of these Doritos.” 

“Anyone want to go to Burger King?” 

“You're going to Burger King?” someone else asks. 

“Yea, I’m starving.” 

“T’ll 20 if you wait until after this game.” 

Afte: that game, Neo stands up and says, “Ready?” 

“One more game.” Neo sits back down. 

The next game ends up a sudden death overtime standoff that 
drags out for ten minutes. Even then, there’s no end in sight. 

Neo eyes a pizza box. “Can I have a piece of that?” he asks the 
guy sit ing closest to it. 

“T think it’s from last week.” 

“Do you think it’s too old to eat?” he considers. He decides 
against it and says, “I’m dying over here. Okay, who wants to go 
on a Burger King run?” 

“Youre going to Burger King?” 


atalANparty. _ 


[clock sise from left] Baseball hats are re uire 


>> It all goes here. >>> How to set the table 


“Yeah.” 

“Would you get me a Whopper with cheese and extra onions?” 

“Oh. Uh, sure, I guess.” 

“Also, an extra large Dr. Pepper.” 

“There’s Dr. Pepper in the little fridge over there.” 

“Yeah, but that’s in cans. Here’s five dollars. Thanks, man.” 

“Hey,” someone else says, “Would you get me a Whopper with 
cheese and no onions. Here’s three bucks.” 

“Hey, get me a BK Big Fish, will you?” someone asks, “And an 
extra large Diet Dr. Pepper.” 

“Do they have Diet Dr. Pepper?” 

“I dunno. If not, get me a regular Pepsi. All I have it a twenty.” 

“Maybe I better write this down.” 

“Hey, he’s going to Burger King. Anybody want anything?” 
After writing down orders and collecting money, Neo leaves. 
Then he comes right back in. “I don’t have a car,” he remembers 
aloud. I offer to drive him because taking breaks is important, if 

for no reason other than to get the blood moving in your ass. 


When we come back with our precious cargo of hot food and 
drinks with ice, we are greeted like conquering heroes. The 
deathmatch game dribbles to a halt as everyone gathers to eat 
and, in the process, realizes they’re sick of Quake III. 

The typical LAN party is a democratic free-for-all that moves in 
waves. Guys will gravitate towards the three or four people playing 
a particular game until there’s a full server. Maybe five or six will 
splinter off for a 
real time strategy 
game. A lonely 
threesome might 
have an Unreal 
Tournament game x ce a Ot 
going for a half f 


hour before they 
give up because 
they can’t per- 
suade anyone else 
to join them and they’re sick of beating up on bots. 

After a game comes the tricky art of striking a balance between 
gloating and complimenting. “You were kicking my ass with the 
Force grip,” I tell Neo, who just won a Jedi Knight IJ deathmatch 
by picking me up and dropping me down bottomless pits. 

“I’m...too sexy for the Force...too sexy for the Force...too sexy 
for the Force,” he sings. He is standing up and doing a belly 
dance kind of thing that doesn’t become his physique. He takes a 
screenshot of the final score and puts it up as his Windows wall- 
paper. Crowing works only in proportion to how well you know 
someone. Remember how people reacted to John Romero’s “make 
you his bitch” ad? That’s about how much Neo is endearing him- 
self to everyone. 

Having just lost, we aren’t very good at hiding our disdain. 
“Sorry,” he says, pulling down his T-shirt where it rode up over 
his belly, “but I never win at that game. I’ve been practicing all 
week, so it’s cool to finally win. Anyway, my girlfriend would 
kill me if she saw our picture wasn’t on my computer.” He takes 
the wallpaper down and puts back the picture of him with his 
arm stiffly around some girl who looks like she’s named Sally or 
Martha. “She’s high maintenance that way.” 


Generally speaking, gamers aren’t known for their social skills. 
But the longer you stay at a LAN party, the closer people get to 
each other, and 
the more willing 
they are to talk 
and hang out. 
Smokers have it 
easy. They step 
outside and 


instantly do the whole cigarette bonding thing, but the rest of us 
have to talk to each other about games and then move on to 
“what do you do for a living?” niceties. 

Two guys come in and start setting up their computers. 
They’re lawyers from the same firm who couldn’t get here earlier 
because they had to wait until their kids went to bed. “So what 
are you running?” they ask, which is a common icebreaker. 
They’ve got Athlons with GeForce 2s. Mine’s a 2GHz Pentium 4 
with a GeForce 3. 

“Nice,” one of them says, “What’s your handle? I’m Deathwalker 
and this is Fatalforce.” There’s no getting around the whole handle 
thing, since no one uses his actual name during a game. 

“Who was Jonathon Livingston Nazgull?” someone asks after a 
round of Medal of Honor. “Dude, you ruled that game. But the 
bazooka is so unbalanced.” 

Since Neo didn’t have Medal of Honor on his computer, he’s 
resorted to showing someone’s son the original Wolfenstein. He 
explains to the eleven-year-old how you can slap the space bar to 
look for secret doors as you run along a wall. 

“That’s really lame,” the eleven-year-old says, “You don’t have to 
do that in the real Wolfenstein. When do you shoot the zombies?” 

Neo was too timid to ask to install Medal of Honor when every- 
one else started playing. There’s an uncomfortable etiquette when 
it comes to borrowing games to install them. There’s a decorum 
to giving someone your CD. To someone you just met, you want 
to appear responsible, upstanding, ethical. But mostly you just 
want people to play the games you like, even if they don’t have 
their own copy. So there’s a sort of dance about letting someone 
install your copy. You have to appear reluctant. If you’re loaning, 
you have to give disclaimers such as, “normally, I wouldn’t do 
this.” If you’re borrowing, you have to admit something like, 
“yeah, I’m pretty sure I’m going to buy it anyway.” This isn’t a 
piracy ring. No one’s trying to subvert the industry. These are 
merely gamers who want to share what they’re enjoying. But 
once someone does the dance, there’s no shortage of computers 
with CloneCD installed, humming away and sharing software. 


“How come no girls—,” someone asks, belching mid-sentence, 
“—come to these things?” 

“David’s wife was here last week. She made him come home 
because he’d been here almost two days. Raised some hell, too.” 

“She did not,” someone who must be David says. 

It’s almost three AM when David’s wife shows up and whis- 
pers at him furiously. We can’t hear what she’s saying over the 
sound of the Rush CD and the thirty computers. It turns out the 
eleven-year-old belongs to David. “Take that, bitch,” he barks 
before he sees his mother. He’s playing Kingpin, which Neo 
showed him and then installed on his computer. 


‘Sorry,’ he says, pulling down his Tshirt where if 
pode up over his belly, “but 1 never win af thal game, 


I decide to leave shortly thereafter. By shortly thereafter, I 
mean two hours later. Neo asks if I can give him a ride home. 
Wired on bad coffee and first person shooters, we clumsily pile 
our computers into the back of my car. 

“So you took a cab, huh?” I ask while he directs me to his 
house, “Why would you spend $50 to go to a LAN party?” 

“$60 with the entry fee,” he corrects me, “Plus I got jacked 
for about $10 from that Burger King run. But it’s totally worth 
it. You wanna know why? Get your little notebook out for this 
one, because a lot of people don’t know what I’m about to tell 
you. Ready?” 

I’m still driving, but I pull out my notebook and let it rest 
in my lap while Neo talks. 

“There’s two kinds of multiplayer gaming. When you can see 


oo 
a". & 
the guys who are ‘ 
playing and when \ i 
you can’t. When | 
you're online, 
you can’t see the other guys. Most of the time, you don’t even 
know them. But if more people got a taste of what it was like to 
play against people in the same room...or to play with them, 
against other people in the same room...or to just play with 
other people around, even if they’re just watching you play, or 
you’re just watching them. I mean, I used to play stuff like Axis 
& Allies. | played D&D every Saturday until I graduated from 
college. I was playing Risk when I was, I dunno, a kid. But 
unless you’re at a LAN party, a computer game can’t come any- 
where near 
that. I don’t 
care how many 
people talk 
about multi- 
player online 
like it’s the 
same thing as a 
LAN. It’s not. 
It’s nothing like it. I don’t care what your ping is. It’s a whole 
other world. If more people knew what it was like, I tell you, 
there wouldn’t be near as many people playing online.” 

He’s right. As I let him out at his house, he says, “Hey, can I 
ask you a favor?” 

“Sure,” I say, worried he wants to borrow money. 

“If you mention me in your story, can you not use my real 
name? Give me a 
cool name like 
Neo or something, 
okay?” 

“‘Sare,” I tell 
him, and keep my 
word. 
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uncle jason is worried 


Our beloved hobby could be quite different in five or ten years 


As I write this, my sister just gave birth to her first child three days ago. It 
made her and her husband parents, me an uncle, and my parents grandpar- 
ents. I’m my sister’s only sibling, but little Kaylie will have aunts and uncles 
on her father’s side of the family as well. Since I’m the only one from our 
side, I’ve made it my business to be the “cool” uncle, which shouldn’t be too 
hard, since I’m into games and computers and stuff. It’ll be some time until 
the baby’s old enough to even recognize or remember me, and a little more 
time until she’s old enough to play games with me. But then, I’m in like 
Flynn, especially since neither of her parents are into computers or games in 
any way. So I was thinking about what we’d be playing when she was five 
years old, or ten, and I realized: I have no idea. 

I can barely remember listening to records. By the time I was old enough to 
care about music, it was all cassette tapes, and now it’s CDs. But is that model 
of music on the way out? Will Kaylie grow up with little MP3 players and 
downloaded songs? Five years is an eternity in Internet time. Maybe the boxed, 
store-bought PC game is going to be a thing of the past in five or ten years. 
Already there’s talk about the next generation of consoles, due in 2006 or 2007, 
eschewing printed discs entirely and getting all their game data over the 
Internet. The next major revision to Windows will come when she’s only two, 
and there will be another giant leap on the operating system front three years 


de Part of the problem with legislation 


about games and computers is that the 
people making the laws just don’t get it. '” 


later. The idea of folders, sub-folders, windows, docks, and taskbars isn’t exact- 
ly on the way out yet, but computing interfaces right now are largely built 
around the data on your machine, and they’re starting to emphasize tasks and 
actions over the data you're acting on. Will the interface of Windows XP be as 
archaic to my niece as the old DOS command prompt is to many people today? 

Programs like KaZaA and Morpheus are popular to a point, but they’re 
weak, clumsy, products in a market that could grow beyond belief. I have no 
doubt that Microsoft and AOL are examining ubiquitous peer-to-peer file shar- 
ing apps, but can’t commit to anything until they know it’s not going to result 
in a score of major lawsuits. Current P2P apps top out at around two million 
simultaneous online users. What if they improve the design of these networks 
and applications to make searches faster and downloads faster and more reli- 
able? Now what if Microsoft buys the lead company and inte- 
grates it into Windows? It doesn’t seem far-fetched, and it 
would make two million users look pathetic. 

What’s perhaps most frightening is the realization that I 
can’t predict the future direction of gaming or computing 
largely because it’s dependant on legislation instead of innova- 
tion. What the courts decide in the next several years will 
have a deep and broad impact on our digital lives for a long 
time to come. The future of digital music, and digital distribu- 
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tion of any copyrighted content (like games) depends 
almost entirely on what happens in court between 
now and 2010. They can oniy keep their finger in the 
dyke for long before the flood overwhelms them, but 
they can stunt the growth of P2P technologies and 
general digital distribution in a serious way. They can 
make it financially viable to use up all that bandwidth 
or not. They can make it affordable for telecoms to 
offer service, or they can put up barriers. The courts 
have a lot of power here. 

And speaking of the courts, what about the whole 
games/violence/ratings/kids debate? Kaylie might not 
remember a world where you could buy games with- 
out presenting a photo ID. Maybe there will be a fine 
for possession of certain games by underage kids. 
There may come a day when my sister tells me her 
daughter is grounded because she found Doom 4 
installed on her computer. These things just weren’t 
issues when I was a little computer nerd, but they 
seem unavoidable in the coming years. 

I have hope, though. Part of the problem with legis- 
lation about games and computers is that the people 
making the laws just don’t get it. A new age of judges 
and lawyers is just around the corner, and they grew 
up with video games and computers. They use them 
every day. I have a couple lawyer friends who are 
gamers. When they start making and interpreting the 
law, maybe we’ll get a more rational perspective. 

I also have hope about computers themselves. Fast, 
always-on Internet connections are rapidly becoming 
the norm, and it’ll get there by the time Kaylie can click 
a mouse. PCs are shrinking and becoming much more 
aesthetically pleasing. Ease of use and reliability are Job 
#1 now, in a way that only the mass acceptance of com- 
puters into our everyday lives could have accomplished. 

We've got a long way to go before we realize the 
potential of the home PC, but the boat is headed in the 
right direction, and if the weather’s nice, it might arrive 
in time for me to enjoy it with my new niece. Too bad 
we can’t predict what the seas are going to be like. 


TIP OF THE MONTH ia 


Multiple associations— If you don’t like the program associated with a 
certain file type in Windows XP, you've got options. Right-click the file and 


choose “Open With” and then “Choose Program.” Anything you pick will 
now be a new option for that type of file in the Open With menu, and 
changing the default program is as easy as checking a box. 
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I've been reading a lot about the new 

Geforce 4 cards, their variations and 
whether or not they are a better choice than 
a Geforce 3. The question | haven't seen 
addressed is which systems (speed, RAM, 
etc.) can adequately handle all the fea- 
tures of the newer cards. | have a 933MHz 
Pentium Ill, 384MB RAM, and a 32MB 
Geforce2 GTS card. Since | play the latest 
shooters, | like to keep the framerate high 
and the graphics sharp. 

Robb S. 


e Unfortunately, there’s really no good 

e answer for your question. The answer 
is that every game is different. Some games 
blend together many layers of textures, use 
lots of geometry all powered by the video 
cards T&L capabilities, and we’re starting to 
see games that actually make good use of 
pixel and vertex shaders from DirectX 8. For 
those games, a GeForce 4 would be faster 
even on your system. On the other hand, a 
good many games are limited almost entirely 
by CPU power, with without a screaming fast 
CPU the game wouldn’t go fast enough to 
demand much from your video card. 
Morrowind is a good example. With your 
machine, it’s not likely to go much faster 
with a GeForce 4 unless you run at a super 
high resolution. 

The hot new video cards are only of use 
with slower CPUs when you’re running a 
game that performs most of its graphics 
functions using the advanced capabilities of 
the video card. Games that do a lot of the 
graphics work on the CPU, or just aren't 


TECHBYTES 


ATI's Catalyst — By the time you read this, ATI 
should have just unveiled its ew software program 
called Catalyst. Essentially, it's a top-to-bottom 
‘improvement and bundling of their software for all 
video-related products. Think of it like as Office is to 
Word, Excel, Powerpoint, and 

Outlook. The Catalyst release is 

accompanied by driver and soft- 

ware updates for just about 

everything under the sun, from 

video drivers to bundled ATI 

multimedia players and even the 

Remote Wonder. The new software adds functionali- 
ty, fixes glitches, and often improves performance. 
Along with the release Comes a new commitment to 
provide better and more frequent software updates for 
ATI products, including at least eight driver updates a 
year. To show the company’s commitment to acting 
on user feedback, they're starting a contest for all 
those that submit feedback about the new software. | 
At the time of this writing, the details haven't been 
finalized, but you can find out more at www.ati.com. 


send questions to qa@cgonline.com 


very demanding graphically, won’t show 
much improvement. 


| have a “home-built” system with a 

Voodoo 3 3500 graphics card. | use 
the system as my TV set as | live on a boat 
with limited space. | use the phone line to 
access the Internet and play EverQuest, as 
DSL and cable modem are still not avail- 
able at the marina where | live. Can you 
recommend a new graphics card or card 
combination which will play well with the 
Shadows of Luclin expansion that will also 
allow me to continue to use my computer as 
a TV set as well? 

Tom W. 


e The easiest solution would be to pick 

e up an ATI All-in-Wonder card. The All- 
in-Wonder Radeon 7500 would be cheaper, 
but the AIW Radeon 8500 is faster and 
includes all the DirectX 8 features upcoming 
games will utilize, including other online 
role-playing games like Star Wars Galaxies 
and EverQuest 2. Neither card is especially 
cheap, and you could just buy a stand-alone 
PCI TV tuner card (many brands are avail- 
able) and use any graphics card you want. 
But that setup is a littke more complicated and 
I can’t vouch for the video quality of most 
generic TV tuner cards. 


| was wondering, can | record VHS 

tapes on to my hard drive by plugging 
it In to the S-vid out on my Geforce 2 card or 
do | have to get a better card? 


Kurt N, 


AMD's Opteron — AMD 
A M -D at unveiled the name for their 

upcoming 64-bit CPU, 

code-named “Hammer.” 
They're calling it Opteron, a play on the current Athlon 
name that is meant to invoke the term “optimal.” But 
here's where it gets confusing: the Hammer line of chips 
come in two flavors, the Clawhammer and 
Sledgehammer. Clawhammer is meant for one or two- 
processor systems and has a single-channel DDR memo- 
ry controller, while Sledgehammer is meant for two, four, 
and eight-processor workstations and servers and has a 
dual-channel memory controller. The Opteron name does 
not apply to both of these chips. Rather, it applies only to 
chips made for multiprocessor systems — so some of the 
Clawhammers and<all of the Sledgehammers will be 
Opterons, but the Clawhammer chips made for one- 
processor systems, the kind that gamers are going to 
care most about and will incidentally hit the market first, 
will not carry the Opteron name. Though the name hasn't 
yet been announced, it's presumed it will be Athlon-64 or 
something along those lines. Confused yet? 
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e Being an s-video out connector, you 

e cannot input with it. You need a video 
card with video input capabilities and video 
capture software to record your VHS tapes to 
your hard drive. 


In the September 2001 issue of your 

magazine, you reported that some 
companies are trying to expand the amount 
of space on hard drives from 137 gigabytes 
to 144 petabutes. Is there any way to expand 
the storage space beyond 144 petabytes? Is 
it possible to push the new limit by changing 
the 48-bit addressing to something higher? 

Anonymous 


A: In theory, each new bit would allow 
efor double the storage space. Think of it 
this way: if 48-bit addressing was 144 
petabytes, then 49 bits would be 288 
petabytes, because you’d have 144 petabytes 
where that 49th bit is a “1” and 144 petabytes 
where that 49th bit was a “O”. But you should 
note that this new big drive specification 
doesn’t actually make the drives bigger, it just 
lets computers recognize bigger drives when 
they finally come along. The actual size of a 
drive is still going to be determined by the 
number of platters inside and how many giga- 
bytes each can store. 


BOR EEX: 


NVIDIA‘s names — Graphics giant NVIDIA asked us to 
find out what our readers think of their naming 
scheme for graphics chips. They recognize that the 
GeForce 4 MX was ill-named because it doesn't have 
even as many 3D features as a GeForce 3, but they're 
trying to improve naming in 
future products. Are all the 
model numbers confusing (Ti 
4600, Ti 4400, Ti 4200, MX 
460, MX 440, etc) or do they 
help you make buying deci- 
sions? Would you continue to use the GeForce name 
on the upcoming next-generation chip, even if it has 
drastically different capabilities from a GeForce 4? 
How would you change the naming conventions for 
NVIDIA‘s products? They want to know what you 
think, and your opinions can have an impact on what 
they do in the future. Send your thoughts and ideas to 
jcross@cgonline.com and I'll forward them along. 
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Tuning Windows XP 
for Games 


10 tips to make your PC hum 
with Microsoft’s latest and greatest 
operating system 


by Jason Cross 


For the past two years, we've run articles telling you 
how to optimize and update Windows to get the best 
gaming experience possible, and each time, we’ve 
focused on the most current version of Windows. As 
we focus on Windows XP this year, that trend contin- 
ues, but it also marks a serious departure. Windows 
Me was similar to Windows 98 SE, and 98 SE was 
almost identical to 98, but XP is seriously different. 
It’s built on the foundation of Windows 2000, orga- 
nized differently, operates differently, and requires dif- 
ferent tools and utilities to tweak. If you don’t have 
Windows XP, this guide won’t be of much use to you. 

Do you need Windows XP? The short answer is 
yes, unless you plan to buy a new PC in the near 
future where you'll get it for free. Windows XP, 
despite being in the news a lot, is the most stable 
and secure home operating system Microsoft has 
ever made. It’s also easier to use. But most impor- 
tantly, it’s the Windows platform for the next few 
years. The next major revision of the operating sys- 
tem, code-named Longhorn, isn’t expected until the 
second half of 2004. For the next two years, 
Microsoft will be adding features and abilities to 

_ Windows XP, and there currently is no plan to pro- 
duce an intermediate version, analogous to 
Windows 98 SE. XP is where hardware manufactur- 
ers will focus their driver development, and where 
software QA departments will focus their quality 
control efforts. If you’re not on the Windows XP 
bandwagon, now’s the time to jump. 

As usual, we can’t go around telling you to muck 
with your operating system without a warning: per- 
forming all these tweaks might mess up your sys- 
tem. Most likely, they won’t. We wouldn’t recom- 
mend something that we thought was dangerous. 
But there’s some risk any time you mess with system 
files, and you should take it easy. You should start 
my making a restore point: in the Start menu go to 
All Programs, Accessories, and System Tools, then 
choose System Restore. Create a new restore point so 
that if anything here messes up your system, you 
return it to its pre-tweaking state. Go one step at a 
time, making a note of each change you make. Test 
your system after each change, and only move on 
after you’re sure it works right. If something goes 
wrong, be ready to put things back the way they 
were. And whatever you do, always read the docu- 
mentation—those readme files are important. 
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Stay current 
The single more important thing you can do to ensure 
that games run optimally on your system is to keep it 
up to date. Of paramount importance is using 
Windows Update on a regular basis. Even if you’ve got 
your computer set to automatically download critical 
updates, you should visit 
windowsupdate.microsoft.com often to grab new Windows bits that aren’t 
considered “critical.” These can include basic updates to Windows 
Messenger or slightly newer DirectX revisions. Without exception, you 
should download and install anything listed in the Critical Updates section 


A Microsoft Windows Update - Microsoft Infernet Explorer : : 
9 Back +» n| i2 Search Favorites @ Media 4 - Eile dit View Favorites [o é: 


@) http://v4.windowsupdate.microsoft.com/en/def ault.asp 


Pick from Windows XP updates 
SS The following updates are available for your computer. To select an update you want to install, click 
Pick update StSI Add, and then click Review and install updates 
QO ritical ipdates (0) 
CJ] Windows XP (1) 
>) eview and install updates Total items selected: (0) 


Recommended Updates 


Other Options Q318966: Recommended Update 


J v tallation histor Download size: 1.8 MB, 2 minutes 
alienate This update addresses several graphics rendering issues with GDI+ in Windows XP, and is discussed 
CI Personal dows Updat in Microsoft Knowledge Base (KB) Article Q318966. Download now to resolve some rendering issues, 


See Also 


@ Internet 


Hit Windows Update often, and always make sure all your drivers are up to date. 


of the Windows Update site. These are vital security and reliability fixes. 

Once your Windows installation is up to date, you’ll want to make sure 
all your device drivers are as well. This can take a while. Visit the home 
page for the manufacturer of each piece of hardware in your system and 
look for the latest Windows XP drivers. That means your video card, 
sound card, monitor, keyboard, mouse, joystick, motherboard, and maybe 
even CD-ROM or DVD-ROM drives. Some of your hardware might have 
BIOS or firmware updates, which are similar to drivers, and you should 
always get these, too. They can be tricky to install, so follow the direc- 
tions on the web page or in the readme. Stop by driverguide.com or win- 
drivers.com if you need a pretty good database of the latest drivers for all 
kinds of hardware. 

On the support pages for many hardware companies, particularly video 
card vendors, you’ll find beta or unsupported drivers. Are these safe to 
install? Generally, if they’re up there on the official site, you’ll be fine 
using them. In fact, the latest unsupported beta drivers usually have more 
fixes than the most recent “official” ones. Be ready to back up a step to the 
most recent supported drivers if you have any problems, though. 


Kill unimportant tasks and services 
Unlike previous versions of Windows, XP doesn’t 
really require much in the way of manual memory 
management to run optimally. It’s much better at 
shifting resources around, giving more memory to 
basic OS functions when you’re working at the desk- 
top and more to your programs when you’re running 
games. Despite using RAM more intelligently, it still requires more than 


© Windows TaskManaver 

i Eile Options View “Shut Down Help 

| Applications Processes Performance Networking Users [from left] You can kill most 
processes with your name 
by them, but should be 
careful with ones listed as 
SYSTEM. >>> Disabling 
some UI features can give 
a little boost to really low- 
end systems. >>> Fast User 
Switching is neat, but eats 
up major resources. 


Image Name User Name CPU Mem Usage 
type32.exe Jason 632 K 
point32.exe Jason 520 kK 
rundli32.exe Jason 444K 
mixer .exe Jason 752 K 
ctfmon.exe Jason 2,164 K 
devidr32.exe Jason 

explorer.exe Jason 

Psp.exe Jason 

IEXPLORE.EXE Jason 

taskmgr exe Jason 

WINWORD, EXE Jason 

svchost exe LOCAL SERVICE 

svchost.exe NETWORK SERVICE 

System Idle Process SYSTEM 

System SYSTEM 

msiexec.exe SYSTEM 

S™MSS.0Xe SYSTEM 

CSr5S.0xe SYSTEM 

winlogon.exe SYSTEM 

services exe SYSTEM 

Isass.exe SYSTEM 

svchost exe SYSTEM 


Performance Options —_ 


Visual Effects Advanced 


On ‘ , performance of Windows on this computer, 
(| Show processes from all users 


Processes: 28 CPL Lisage: 2% ) Adjust for best appearance 


Commit Charge: 143608K / 633668K 

— ©) Adjust for best performance 
Custom: 

any previous Windows release, so you'll 


want a minimum of 128MB and preferably 
more than 256MB. 

Even the most efficient operating system 
can’t do anything about all the junk you 
might have installed on your system, though. 
Unimportant programs eat up valuable RAM 
and CPU resources, so you'll want to give 
them the axe. Start by pressing CTRL-ALT- 
DEL to bring up the Task Manager. You can 
right-click anything in the Application tab 
and choose Go to Process to locate the 
process for that application, but generally, closing down every window 
will clear out Applications. We’re more concerned with Processes, which 
is where stuff like file-sharing and instant messaging programs linger. The 
trick is to figure out what processes don’t need to be running, and that 
requires a little bit of experimentation. 

Just pick a process that looks unimportant and right-click it, then 
choose End Process and watch what happens. Avoid ending the processes 
named System, explorer.exe, svchost.exe, taskmgr.exe, winlogon.exe, 
or tcpsvcs.exe for starters. Generally, stuff with your login name under 
the User Name column is safe to nuke, and stuff with SYSTEM or SER- 
VICE is not. You want to look for things that seem like additional pro- 
grams—icq.exe, for instance, is the Process for ICQ, and can safely be 
shut down. If you accidentally shut down something important, you'll 
have to reboot your machine, but a little such trial and error can 
quickly determine what you can get rid of. 

Ideally, you want to prevent unimportant programs from launching at 
all when you boot up your computer. If the system tray by your clock is a 
string of eight icons, odds are you’ve got way too many background pro- 
grams running, and while ending their processes works fine, it’s tedious. 
Click the Run button in the Start Menu and type “msconfig” (without 
quotes). This will open up the System Configuration Utility, a handy little 
gadget for tweaking startup files. The Services tab can be a little danger- 
ous to mess with, since disabling some services can turn off important 
computer features, like sound for instance. But there may be a few you 
boxes you know you can un-check. If you don’t use Smart Cards, you 
don’t need the Smart Card/Helper services. If you’re unsure, just leave 
this tab the way it is. 

We’re more concerned with the Startup tab. These are all the programs 
that launch when you start up Windows, and while some may be impor- 
tant (like mouse software), you can un-check boxes for Real Player, AIM, 
Quicktime, and anything else not related to your core operating system. 
These aren’t deleted when you uncheck the box, just disabled. Simply 
reboot your machine and see if the disabled stuff messes up any of your 
hardware or important applications. If so, you’ve just got to re-check the 
box and reboot again to bring it back. 


[] Fade or slide menus into view 

[_] Fade or slide ToolTips into view 

¥| Fade out menu items after clicking 
[¥) Show shadows under menus 

‘| Show shadows under mouse pointer 
/\ Show translucent selection rectangle 


["] Slide open combo boxes 
[_] Slide taskbar buttons 
Smooth edaes of screen fonts 


Let Windows choose what's best for my computer 


|_| Animate windows when minimizing and maximizing 


‘| Show window contents while dragging 
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Tweak the UI 

If you’ve got some fancy, 
huge, high-color desktop 
background and fifty icons 
lying around, you’re wast- 
ing memory and CPU 
cycles. All the fancy new inter- 
face elements in XP eat up 
RAM and CPU time. You can 
avoid this by keeping a clean 
desktop and using a simple 
background or none at all. To 
cut down on fancy UI features, 
open the Performance and 
Maintenance control panel and 
choose Adjust visual effects. 
Turning off all those fancy col- 
ors, drop shadows, and sliding 
menus might free up a little 
RAM and make your machine 
run ever so slightly faster. 

A crowded desktop and 
fancy UI features really don’t 
amount to much, though. If 
you have more than 128MB of 
RAM and at least an 800MHz CPU, you can 
easily afford the luxury of a slick UI and a 
crowded desktop if that’s what you like. It’s 
only a tweak necessary for those with low-end 
machines that need every little scrap of perfor- 
mance they can get. 


Select the settings you want to use for the appearance and 


One ata time, please 
A neat new feature of XP is 
Fast User Switching. This lets 
one user log off and another 
log on to their own desktop 
and programs. The trick is, 
Windows keeps all the pro- 
grams and services from the first user running 
in the background, so they’re still there when 
you switch back. This eats up gobs of 
resources, so make sure that you don’t use 
this feature when playing games. If you have 
multiple accounts on your XP machine, make 
sure every user logs off completely instead of 
just using the Switch User feature. If you 
want, you can easily disable the Fast User 
Switching feature in the User Accounts control 
panel, which is just as well for machines with 
only one account. 
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individual drives and adjust how much hard drive space to let the feature 
use; anything over 1.5 to 2GB is probably not necessary. Whether or not to 
disable the feature is a tough call that only you can make. 


Do you need System 
Restore? 

System Restore is a very handy 
feature of XP that automatical- 
ly backs up critical system files 
when new applications are 
installed, drivers are updated, 
system updates are applied, and occasionally 
just after a long period of using your machine. 


Adjust Virtual Memory settings 
Virtual memory is when your computer moves stuff that 
should be in RAM to the hard disk to either free up addi- 
tional RAM or fool your programs into thinking you’ve 
got more free RAM than you really do. It’s critically 
important to Windows operation, but the way it’s man- 
aged can be improved. By default, the operating system 
keeps growing and shrinking the size of the Virtual Memory 
paging file as needed, and this can make it fragmented, not to 
mention slow down your computer for a second while the 
change in size takes place. 

To remedy this, click the Advanced tab in the System 


System Properties Virtual Memory 


General Computer Name Hardware Advanced 


i Drive [Volume Label] Paging File Size (MB) 
System Restore Automatic Updates Remote 


“\ System Restore can track and reverse harmful changes to your 
os computer, 


[iLurn off System Restore 


Disk space usage 


Mave the slider to the right to increase or to the left to decrease the 
amount of disk space tor System Restore. Decreasing the disk space 
may reduce the number of available restore points. 


Disk space to use: 
Min 
12% (3516 MB) 


Statue 


Paging file size for selected drive 
Drive: cy 

Space available; 15621 MB 
(©) Custom size: 

Initial size (MB); 1024 
Maximum size (MB); 1024 

€) System managed size 

© No paging file 


Properties menu, then the performance Settings button, then 
the Advanced tab, and finally the Change button in the virtual 
memory section at the bottom. Click the Custom Size radio but- 
ton and enter the same number as both the minimum and max- 
imum page file size. This is the space, in megabytes, reserved 
on your hard disk for virtual memory. How big you make it 
depends on how much RAM you have and what programs you 


(a (C:) Tumed off . ‘ P 
= run, but make it at least 256MB for systems with lots of RAM 


and more than 1024MB is probably just a waste of disk space. 


Tatal paging file size for all drives 
Minimum allowed: 2 MB 
Recommended: 382 MB 
Currently allocated: 1024 MB 


OK | Cancel 


Trim down your services 

Just as unwanted services can bloat up your 
cable bill, unnecessary Windows services can 
eat up system resources. Services are a huge 
topic and explaining them in full would fill this 
whole magazine (and then some), so let’s just 
say this: if you don’t know what a service does 
and whether or not you need it, leave it alone. 

The easiest way to get check out what services are running is to click the 
Run button in the Start menu and type “services.msc” (without quotes). This 
will bring up a list of every Windows service you can mess with, show you 
what's running and what’s not, and tell you if it’s activated automatically or 
manually. Just click a service to see a simple description of it, and double-click 
to make changes. Don’t actually change a service to Disabled, since that pre- 


[from top] Don't forget to hit the Set 

button before OK, or your changes won't take effect. >>> System 
Restore takes up a lot of drive space and might slow things down, but 
It's also a great precaution. You might not want to disable it. 


If something gets messed up, you can return to 
one of these restore points and everything 
should work again. 

The downside is, it generally takes up a lot of 
hard drive space and requires a service to run 
in the background that will eat up a little bit of 
your system resources. Also, if the system 
decides to make a restore point at an inoppor- 
tune time (a rarity), it can seriously impact per- 
formance. In the Performance and Maintenance 
control panel, click the System icon to bring up ) 
System Properties and pick the System Restore pape anya 
tab. Here you can disable System Restore on ~~ (am e AB @Q@oain 


| Messenger Name’ | Description | Status | Startup Type | Log On As. fi 

| Ba Help and Support Enables He,., Started Automatic Local System 

Human Interface D,,, Enables ge... Disabled Local System 

Ry IMAPI CD-Burning C,,, Manages C.,.. Manual Local System 

By Indexing Service Indexes co.., Manual Local System 

| Description: "By Internet Connectio.,. Provides n,.. Manual Local System — ju 

sesh be hai me hae iy IPSEC Services Manages I,,, Started Automatic Local System a 

| This service is not related to Windows Ra Logical Disk Manager Detects an,,. Manual Local System 

| Messenger. If this service is stopped, Bp Logical Disk Manage... Configures... Manual Local System 

| Alerter messages will not be transmitted, S Messenger Verde) Srasted Auleaaati 

thigh on ane wl pg 4 MS Software Shado,.. Manages s.., Manual Local System i 

| start, By Net Logon Supports p... Manual Local System 

1 By NetMeeting Remote.,, Enables an,,, Manual Local System 
Network Connections Manageso,.. Started Manual Local System 

SB Network DDE Provides n..,. Manual Local System 

Re Network DDE DSDM Manages D,,, Manual Local System 

Ba Network Location A.,, Collects an,.. Started Manual Local System 

By nT LM Security Sup,., Provides s,,. Manual Local System 

Bs NVIDIA Driver Help. .. Started Automatic Local System 

Bs Performance Logs a,.. Collects pe... Manual Network S... 

By Plug and Play Enables ac,,, Started Automatic Local System 

Bs Portable Media Seri,,, Retrieves t.., Manual Local System 

oi Py 2 


Messing with services Is not for the faint of heart, so keep a record of every 
change you make. 


| Skog the service 
Restart the service 


\ Extended \. 
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netal Advanced Settings 


Device Type 


Transfer Mode 


Device Type: 
Transfer Mode 


Current Transter 


levy 


ary IDE Channel Properties 


Current Transfer Mode 


=| 
€ | 


vents it from working at all. Change it to Manual, which will keep it from 
loading automatically but let it load if another service needs it. 

So what do you change from Automatic to Manual? Well, you can nuke 
the Portable Media Serial Number service if you don’t ever hook a portable 
music player up to your PC (and it’s probably not necessary even if you do). 
If you don’t burn CDs, you don’t need the IMAPI CD-Burning COM service. 
If you never read Smart Cards, you don’t need the Smart Card or Smart Card 
Helper service. No printer? Disable the Print Spooler service. You get the 
idea. Just make sure you jot down what you change, so you can change it 
back if things go haywire. 


Double-check for DMA 

Sometimes Windows will tell an IDE drive to operate in the 
PIO mode instead of DMA mode, which uses far less CPU 
power and is quite a bit faster. To make sure all your drives 
are set to use DMA, open the System Properties menu and 
click Device Manger in the Hardware tab. Expand the item 
called IDE ATA/ATAPI Controllers and 
double-click on the Primary IDE 
Channel. Then just make sure that each 
drop-down box in the Advanced Settings 
tab says “DMA if available.” Do the 
same thing for the Secondary IDE 
Channel. If your drive isn’t capable of 
DMA it’ll still work fine, but this will 
ensure you use all your drives with the 
most efficient data transfer mode. 


Driver | Resources 


DMA if available ¥ 
Ultra DMA Mode 5 


DMA if available ¥ 
PIO Only 


DMA it available 


Tune it up with a 
tweak utility 

You can eventually 
make every little tweak 
and hack by hand, but 
once you get behind 
the curtain with 
Windows there’s very little documentation. Rather than randomly chang- 
ing registry settings and INI files in an effort to speed things up, just use a 
tweak utility. There are plenty out there, but the best one we’ve seen is 
Tweak-XP, a shareware application that’s free to use 50 times but then 
costs $30. It does a great job of documenting and explaining various 
tweaks and optimizations so you know what you're getting into. Of partic- 
ular note are the Memory and Cache Optimization pages, which offer lots 
of neat nitty-gritty tune-ups tailored for the amount of RAM in your sys- 
tem and can help you free up more RAM before launching a power-hun- 
ery game. 


[L__ox__} {Cancel _| 


Just use it 

One of the best ways to optimize Windows XP is to 
simply use it. By default, XP monitors your behavior 
and takes a little time every few days (when your 
machine is idle) to re-order data on your hard drive 


so things launch and run faster. It also uses some- 

thing called prefetching, where it makes a list of com- 
monly used files that are fetched after a program is executed so that it can 
pre-load those next time you launch that program. These prefetching and 
data management capabilities exists in the very core of the OS, but also in 
the Task Scheduler service, so you’ll want to make sure you don’t disable 
that or kill the process called “taskmgr.exe.” 

These self-optimizing features of XP actually make it detrimental to opti- 

mize by hand too often. Defragging your hard drive every other day, partic- 
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< HARDWARE 


System Performance About Tweak-xP.., Help 
- yw Tweak- 
i _ . 5) 
i = The Tweaking Aad Tuning Uti 
2 oe ; WwW Fe 
iE = 1 | = 2 Cache optimization ... 
z es 2 : = Eg ae , 

He E : If you have some extra RAM, you can speed up the file 
Be se system activity by increasing the ‘loPageLockLimit' to 
= RESSEs 4096 Kbytes or more, depending on your amount of 

j ; “ore System Performance: physical RAM, Choose from the options below. 
ore ays | Performance: is 
Ee ico) - ' : Remember that you'll have to restart Wind t 
rE : On systems with large amount of tis atte th Mapai hector i _ 
: RAM (512 MB or more) this tweak — ctlvate the new settings. 
can be enabled to force the core © 4096 KB (for machines with 32 MB or less RAM) 
: sehen ti ie ee —_ I © 8192 KB (for machines with 32+ MB RAM) 
= S memory and not paged to disk, 
A > , © 16384 KE (for machines with 64+ MB RAM) 
© 32768 KB (for machines with 128+ MB RAM) 
: Bid) see ss" © 65536 KB (For machines with 256+ MB RAM) 
— ce Oo Enable Core System 
aw = Perron niece @ Save settings! Reset settings! 
# Optimize CPU usage for 
= 2 4 : 7 Hard disk optimizations; 
ee O Applications Clear pagefile (swapfile) on shutdown 
re © Background tasks (J Disable Windows File Protection 
aes a ; Optimize Memory usage for (I Disable 8,3 Name Creation (NTFS) 
vi Be = Es a : oO Increase NTFS Performance by Disabling the Last 
aw © Applications Access Time Stamp 
© System cache 


- ; . oe / ‘ \ Enable boot defrag for Faster booting 
ystem + File Tweaks 


Internet Tweaks Registered to: NOT REGISTERED |!!! For evaluation only ! 


Help + Settings Internet: http://www, tweak-xp,de 130 MB free CPU usage: 3% 10:30:23 AM 


[left] PIO Mode bad. DMA good. >>> [above] Tweaking utilities are a 
great way to easily make intricate changes. 


ularly with a third party program, is overkill 
and can undo some of the optimal disk place- 
ment for files that Windows has determined by 
watching the way you use your computer. 
Overall, you’ll get best performance out of XP 
if you only clear out your junk and defrag your 
drive once every few weeks. @ 


A C ie 


www.tweakxp.com 
Lots of tweaks and tips for Windows XP, plus news and links to 
tweaking programs. 


www.lavasoftusa.com 
Makers of Ad-aware, a wonderful program that seeks out and eliminates 
spyware—hidden programs installed along with other applications. 


www.winguides.com 
Guides to security, registry editing, drivers, scripting, and so on. 
Useful for all versions of Windows. 


www.inicrosoft.com/technet/ 
Microsoft's TechNet is full of detailed technical info for power- 
users and system admins. 


www.microsoft.com/windowsxp/pro/downloads/powertoys.asp 
Gotta love PowerToys. Grab the WindowsXP version. 


grc.com 
Gibson Research Center — run the Shields UP! web program to see 
if your internet connection is secure 


www.dslreports.com 
Check for broadband availability, tweak your ‘net connection, and 
keep up to date on broadband-related news. 


www. imicrosoft.com/windowsxp/expertzone/ 
The Expert Zone is a Microsoft site with loads of tips both simple 
and technical. Despite the name, it’s not just for experts. 
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The Elder Scrolls III: 
Morrowind 


Herculean role-playing that 


(finally) works 
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REVIEWS 


the definitive source 


GENRE Big-ass Freeform RPG 
DEVELOPER Bethesda 
Softworks [www.bethsoft.com] 
PUBLISHER ZeniMax Media, 
Inc. [www.zenimax.com] 
REQUIREMENTS Pentium Ill 
500, 128MB RAM, 32MB 3D card 
MULTIPLAYER N/A ESRB Teen 


It’s hard to argue with the premise of the Elder Scrolls 
series. Open-ended, play-as-you will, finish or fiddle 
around indefinitely, the games are Olympian medita- 
tions on virtual worlds. Still, they've never managed to 
live up to their potential. Arena lost its novelty too 
quickly, and while Daggerfall kicked things up a notch, 
it was a ghoulish mess badly (still) in need of a thor- 
ough delousing. The games have always seemed a bit 


like Greek heroes, full of potential, but tragically flawed. 


As they say, third time’s the charm. Morrowind is a 
dizzying tour de force that adroitly sprints past its pre- 
decessors to ring in a new epoch in computer role- 
playing. It has enough depth to deftly nuke your social 
life into the Stone Age. The game bids you take the 
role of an Imperial courier, “marked by the stars, born 
on a certain date to uncertain parents,” which has all 
the bromidic portent of a warmed-over savior saga. 
Give it just an inch, however, and you'll find the miles 


RATINGS A 


Extraordinary KKKK* 
Excellent K kK * * 
Maybe * * *& 


Mediocre * * 


Contemptible * 


[top left] Emerging from the prison ship 
and your first view of the starting city, 
Seyda Neen. >>> [above] “You talking 
to me? Hey—you talking to me???” 
>>> [left] Bizarre alien creatures. 


of labyrinthine story twists are 
enough to make a Hitchcock plot 
read like a grocery list. 


Born under a bad sign 
Things pick up roughly a decade 
after the events in Daggerfall on the 
island of Vvardenfell, which in this case is actually a 
subset of the entire province of Morrowind. Trouble’s 
brewing in the Empire, the Great Houses and Guilds of 
Morrowind are distracted by infighting, and an ancient 
evil is stirring beneath the volcano at the center of the 
island. Freed by the Emperor Uriel Septim VII (the 
Same emperor you saved as a different character in 
Arena), you’ve been released from prison under myste- 
rious circumstances and sent to the island on the 
wings of an ancient prophecy. 

Character creation is stitched neatly into the open- 
ing. A fellow prisoner in the hold below deck asks 
your name (enter name). Leaving the ship and moving 
up the pier, a guard greets you and asks where you’re 
from (select race and gender). In the “Census and 
Excise” office down the road, you’re prompted to flesh 
out the particulars. With a wink at several antecedent 
titles, the game gives you three ways to play Dr. 
Frankenstein: answer a series of ethical questions, 
manually select a character class, or build a custom 
profile from scratch. Stats are comprised of eight pri- 


mary attributes, four derived stats, and various skills 
divided between five major, five minor and a dozen or 
so miscellaneous others. There are ten races to choose 
from and twenty-one classes. Morrowind drops “advan- 
tages” and “disadvantages” in favor of a little old-fash- 
ioned astrology. Born under The 
Shadow? Make yourself invisible once 
per day. The Lover? Increased agility, 
paralyze with a kiss. While the template 
classes pre-assign skills in categories, the 
custom generation tool lets you cook 
gourmet style. This is clearly the most 
rewarding and enjoyable way to get 
rolling, but takes a fair bit of time to 
master. Be warned: it’s possible to create 
difficult-to-play custom classes, so you'll 
want to consider getting the lay of the 
land with a cookie-cutter J. Doe before 
fashioning an Alvin the Agitator or 
Goofus the Grave Robber. 

Interposed between these initial stages 
are tips on how to do things like move 
around, equip a weapon, pick up objects, 
and use doors or inventory items. At the 
end of the sequence, you’re instructed to 
make for the city of Balmora and deliver 
a package but instructed not to read it 
with implied penalties, which is your first moral conun- 
drum. In the space of ten minutes, more if you fiddle 
with character generation, you learn all the interface 
basics, pick up the main plot thread, and launch with 
just enough knowledge of the control scheme to be 
dangerous. 


Heartbreaking visuals 

Previous games in the series were epic, sure, but the 
topographical features and towns were disappointingly 
recycled. Not so here. What the designers have accom- 
plished by handcrafting the entire island of Vvardenfell is 
astonishing. Architecture ranges from French-style 
medieval structures in Imperial villages and cities, to 
twisting giant-mushroom temples and dangling plum-like 
edifices that pay homage to the stylings of Roger Dean 
and Lewis Carroll. Nothing by itself takes a bow: textures 
are good but not eye-popping, polygon objects and char- 
acters are shapely but unexceptional, but like the Jim 
Henson Creature Shop, Bethesda understands that good 
art succeeds by design, not 3D feature monomania. 

Morrowind’s landscapes are suffused with lavish 
hues and visceral geometric shapes that erupt skyward 
in knobby heaps and bulging configurations. Weather 
effects move gradually into and out of regions simulat- 
ing lumbering fronts; howling dust storms pink the sky 
and throw grit in your face; raindrops draw ripples 
from the silvery surfaces of rivers and lakes. This is 
atmospheric role-playing at its finest, and you may find 
yourself recalling locations by memory as if they were 
real places. 

All this goodness comes at a price, unfortunately, and 
moving through a patch of dense undergrowth in a forest 
can feel more like kludging through a swamp in full 
plate. The game performs adequately on the recommend- 
ed specs, but you might as well forget it if you just meet 
the minimum. It will hiccup from time to time loading 
new areas on the fly, manifested as a one- to three-sec- 
ond hang. It seems we're to accept that cutting edge role- 


playing, like the Ultima series of a bygone 


era, requires a muscular rig to be played 
appreciably. The upside is that if you were 


looking for a rewarding reason to upgrade 
your system, now you have one. 


Running the gauntlet 
Specializations are broken into three pri- 
mary areas: combat, magic, and stealth. 
Combat is still a hack-and-slash affair, 
relying on skill rolls to compute hit and 
damage effects. At first you’ll swing melee 
weapons, cast spells, and shoot arrows to 
minimal effect, even when you're clearly 
making physical contact with the enemy. 
This is because each attack is actually a 
check to-hit. As your skill in the relevant 
weapon or spell increases, so do your to- 
hit chances. Bethesda’s system works best 
for this type of game by giving players a 
tactile visual interface while maintaining 
the complex behind-the-scenes mathemat- 
ics that supports dozens of interrelated 
character attributes. 

If you prefer to throw in with the magic 
users of the world, there are over 500 
spells in the game. Yes, the Spellmaker is 
back, as well as potion- and item-making 
tools. For those specializing in the five-fin- 
gered discount, the game is littered with 
ways to exploit stealth skills. Skills in gen- 
eral operate realistically, so you can, for 
example, lockpick your brains out with no 
successive penalties, though you use up 
your picks by doing so. This works well, 
placing emphasis instead on the real trick: 
to avoid being seen while doing it. Trap 
disarming is somewhat goofier, since it 
works the same way—except there’s no 
chance the traps will misfire, which kills 
the suspense. If you’re implicated in a 
crime, a bounty is placed on your head, 
and you'll be pursued by guards until 
caught, where you have the option of pay- 


[top to bottom] Dusk in 
Balmora. >>> Tim Burton 
meets The Hobbit? >>> 
Outside the guard gate near 
the town of Caldera. >>> 
Tremendous visual deptn.. .if 
you've got the horsepower. 
>>> Lava pits, surreal trees, 
and blasted terrain...the per- 
fect picnic spot! 
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[above] Twisty rafters at the 
Mage’s Guild in Balmora. 
>>> [right] Feeling kinda blue. 
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ing a fine, duking it out, or doing time (and suffering 
skill atrophy). Morrowind is brimming with possibili- 
ties, and though some seem oddly underdeveloped, 
most have a logical, interrelated rationale that embraces 
varied approaches refreshingly well. 


Open your mind and your brain falls out 
Morrowind keeps such an open mind about nearly 
everything that it does occasionally threaten to over- 
whelm. Expect to spend dozens of hours just tromping 
around its locales and getting lost in its sprawling 
cities, towns, ruins, caverns, and liberally distributed 
dungeons. For diehards, the ability to do nearly any- 
thing imaginable is perfectly dreamy, but may be 
intimidating to those used to being led around by the 
scruff. Top that off with six standard-size novels’ 
worth of text. As in past games, it is entirely conceiv- 
able that you never take up the yoke of the main 
quest. Don’t care about the bad-moon-rising? No prob- 
lem. With over three hundred faction and miscella- 
neous quests, you can opt to play sides in a guild war, 
take up life as a nomadic bandit, or seek out the 
game’s well-hidden vampire cadres to see if you’ll sur- 
vive a tender-loving bite. You might even decide that 
after forty or fifty hours that’s it, you got your money’s 
worth, time to shelve it, having completely ignored the 
main plot. Such is the power of this game. 

Morrowind manages your current status with a hyper- 
linked journal. This is your bible. Unfortunately, it’s also 
the weakest piece of the game. While the hypertextual 
features let you recall whole conversations by clicking on 
a highlighted word or phrase, there is no central quest 
management tool. As early as levels three or four, your 
journal may well be over a hundred 
pages long, which makes tagging 
unfinished quests a tedious click- 
and-scan chore. Better, would have 
been something akin to Gothic’s 
quest system which lays out pending 
and completed quests in an easy to 
scroll window for quick analysis. 


Other potential issues, and 
these are completely relative to 
how you play the game, include 
various game imbalances. Quests 
don’t scale to level, for instance, 
so if you elect to power play your 
way to level twenty before taking 
up the main quest, you may find 
yourself blowing through things 
too quickly. When you consider 
that the ramifications of how you 
play do, in fact, play out realisti- 
cally (in real life, the LSAT does- 
n’t get harder just because you 
took the time to get your J.D.) it’s hard to fault 
Bethesda for overlooking a design issue here. 

In a step back for the series, non-player characters 
don’t follow routines, don’t abandon their posts 
(unless you attack them), and don’t close up shop at 
night. Things can at times feel fairly gamey, with NPCs 
behaving more like signposts than individuals with 
unique motives. Fortunately, the sheer bulk of quests 
and plot advancements keeps you moving frequently 
enough to avoid getting bogged down by the artificiali- 
ties. Included with the game is a second CD with a full 
editor, which turns the island of Vvardenfell into a can 
of silly putty. Perhaps we’ll see a series of user mods 
that contends with all these insomniac shopkeepers. As 
it is, Bethesda has already begun releasing its own free 
mods on the company website. 

Bethesda at one time had an unflattering reputation 
in the industry for releasing buggy, unfinished prod- 
ucts. Chalk it up to Microsoft’s Xbox QA or just sharp- 
ened team focus, but the bugs you’ll find in 
Morrowind—and they’re in there—are nearer the sort 
you'd expect to find in any computer game at release. 
Given the scope of this game, that’s impressive, though 
still not excusable. Perhaps another month or two 
might have ironed out the infinite moneymaking glitch- 
es, occasional crashes, and quest continuity errors, but 
by and large, this is pretty stable for an epic game. 


Best in show 

It’s not often that games as good as this stop by, and 
rarer still when they book permanent real estate on your 
hard drive. Morrowind hearkens back to a time when 
computer role-playing games were deep and thoughtful 
odysseys, when plot and the fine craft of storytelling 
were as important as visual splendor. At the same time, 
it reaches forward with cutting edge aesthetics, and its 
trademark be-what-you-will gameplay. Unless you’re a 
died-in-the-wool twitch-and-clicker with a hatred for 
Tolkienesque epics, you simply cannot afford to pass 
this one up. Welcome to the next level. 


| love you Morrowind. Will you marry me? 


Performs like a pig on all but the beastliest gorilla-ware, minor 
bugs, journal entry system can become a quagmire. 


4 


[from top] John checks out the remains of a town hit by 
the deadly viral bomb. >>> Aboard a rainy ocean 
freighter, much carnage ensues in the name of jus- 
tice. >>> Hong Kong traders are hard to do business 
with. >>> Ouch, that’s gotta smart. 


Have shotgun, will travel 
by Jason D’Aprile 


Bloody Shooter DE" R Raven Software 
[www.ravensoft.com] Activision 
[Www.activision.com] Pentium III 450, 


128MB RAM |} 
Mature 


2-32 players; Internet, LAN 


The original Soldier of Fortune was a well- 
received, real-world shooter with an arcade-like 
penchant for gore and action. The game’s focus 
on real locations, fairly realistic antagonists, and a 
real-life main character made it distinctive in the 
crowded genre, but it was Raven’s additions to 
the Quake II engine, namely a keenly realistic ani- 
mation system called GHOUL, that really gave it 
teeth. John Mullins and the Soldier of Fortune 
franchise are back and better than ever. Soldier of 
Fortune II: Double Helix one-ups the original in 
every way, and actually proves to be one of the 
best shooters on the market. 

Mullins’ latest adventure mixes a healthy sup- 
ply of current affairs into its design, with 
Columbian arms cartels, ex-Soviet scientists with 
hideously lethal bio-weapons, and a globe-hop- 
ping sensibility that helps assure every step of 
the mission feels both exciting and distinct. The 
story starts with a flashback in Prague, where 
Mullins was sent in to help a scientist defect. 
Infiltrating a heavily guarded hotel, navigating 
the soldier-strewed streets of the city, and finally 
ending with an intense truck chase sequence 
through the countryside, this politically charged, 


graphically violent introduction to the world 
of Soldier of Fortune is the perfect mood setter 
for the rest of the game. 


Shop at the Shop 


| Jumping ahead several years, 
af John finds himself called to 
. the Shop—the headquarters 
of the anti-terrorist merc 
group he moonlights for— 
where he once more meets 
up with the Czech scientist 
he rescued in the flashback 
mission. It seems that the old 
coot helped develop horrible 
bio-weapons before he went 
soft and moved to the states. 
Unfortunately, one of his old 
scientist buddies continued 
on with the work of viral 
warfare, and when a small 
town in Columbia is annihi- 
lated by an unknown bio- 
agent, John is sent in to 
investigate and “consult” 
with a Special Forces group. 

The quest to track the bio- 
agent down before a major 
American target is hit leads 
Mullins through the jungles, 
into a weapons dealer’s man- 
sion, onto an ocean freighter, 
the gritty streets of Hong 
Kong, and a few other assorted, thug filled 
locales. What sets Double Helix apart from most 
shooters is its sense of refined action. Though 
the plot plays out about as well as most action 
movies out there, and the usually massive lev- 
els are cleverly and challengingly designed, the 
real stars here are the weapons. Firefights in 
Soldier of Fortune II just feel right. 

None of the weapons are original—you 
have the standard knife, pistols, various 
machine guns, sniper rifles, grenades, and 
shotguns—but they all have that perfect, yet 
elusive sense of style and oomph that is lack- 
ing in so many other action games. The shot- 
gun, in particular, is probably the best exam- 
ple ever of this tried and true short-range 
favorite. Turning a corner in a close quarters 
fight and blowing off the legs of several terror- 
ists at once with this boomstick has never 
been quite as gleefully, sadistically satisfying 
as it is in Double Helix. 

All the weapons are like this, though. The 
standard Uzis and AK’s have a great sense of 
realism to them, with just enough inaccuracy 
to make you aim carefully, but not so much 
that it interferes with control. Part of the rea- 
son the guns work so well is the attention to 
detail in every frame of animation for them, 
and the fantastic accompanying audio effects. 
Some of these weapons shine so much they 
look real, and every bullet they fire and shell 
casing they eject has a wonderfully satisfying 
audio signature. 


Another fine success during a demolition mission. 


Extreme difficulty 

The other boost for the action is the solid Al, 
though the almost extreme difficulty level can 
be either a curse or a blessing. Raven went 
out of their way to make each map chock-full 
of cannon fodder, but these bad guys actually 
know something about fighting. The AI can 
duck for cover, toss grenades down stairs 
when they hear you, spot dead bodies, call for 
help, and actually pursue you. Now granted, 
they still do bone-headed things like walk 
right past you, and it’s clear that they don’t 
become alert until they actually spot you. So, 
you can still sometimes snipe one guard, 
without a nearby enemy even noticing. 

Since the levels are so well populated with 
enemies, it makes crawling through them 
often insanely difficult. In the jungles of 
Columbia, for instance, the enemy can almost 
always spot you through the thick flora 
before you even realize they’re there. This in 
turn makes the quick save and reload method 
of gameplay imperative at times, since memo- 
rizing enemy placements is often the only 
way to get past certain bottlenecks. 

Like the original, the game tries to limit the 
number of saves you can use per level. 
Although you can change the difficulty set- 
tings to custom—allowing for unlimited 
saves—completing Double Helix with only 
three saves per map on the normal setting 
really changes the dynamic of how most 
gamers play shooters. Since you have to use 
strategy to survive, this limited save scheme 
makes every move feel more urgent and 
intense. To add to the level of suspense, 
Raven actually makes stealth useful. There’s a 
noise meter here, and crawling through under- 
brush, or behind hedges to move silently past 
guards, or sneak up on an opponent is useful 
even during the non-stealth based missions. 

While this game does stealth pretty well, 
the stealth-based missions 
themselves are, as usual, the 
weakest points of the level 
design. There aren’t many 
thankfully, and you can actu- 
ally complete some of them in 
a decidedly non-stealthy man- 
ner. Most of the other mis- 


sions have more straightforward search and 
destroy goals, and are incredibly engaging. 

From a visual standpoint, Soldier of Fortune II 
sports some of the best uses of the Quake III 
engine to date. The GHOUL 2 animation system 
that allows for sadistic body part specific shots 
and superb animation. Another new arrival is a 
random terrain generator. It generates huge, 
impressively contoured outdoor environments that 
merge perfectly with indoor locales. 

Beyond that, the textures are sharp and realistic 
looking (particularly in the urban locations), and 
character details are at times stunning, with realis- 
tic faces and clothing on all your enemies. Aside 
from great sound effects, the rest of the audio pre- 
sentation is topnotch as well. A solid cinematic 
score adds to the action movie-like atmosphere of 
the missions, and even the voice acting is com- 
mendably good. Only the occasional 3D geometry 
glitch mars the presentation. 


Gored online 

Rounding the gunplay out are multiplayer modes 
and a random mission generator. Gunman eager 
to show their skills online can engage in the usual 
array of multiplayer action, like deathmatch, 
Capture the Flag, Infiltration, team deathmatch, 
and Elimination. While all the game modes 
include a random map generator, the actual pre- 
made map selection with each type of bout is pret- 
ty light. Elimination only includes five maps, for 
instance, while Capture the Flag (arguably the 
most popular mode after deathmatch) only gets a 
measly two maps. 

For extra single player action, the random mis- 
sion generator is also available. Choose from 
Assassination, Demolition, Escape, and 
Infiltration, modes, select one of the four outdoor 
environments (Desert, Hills, Jungle, and Snow), 
and let John take part in endless missions ranging 
from killing an arms dealer and blowing up oil 
rigs, to escaping a POW camp. These missions uti- 
lize the beefy terrain engine, and are primarily 
outdoor-based, but still provide a surprising 
amount of challenge and replay value. 

Raven has managed to create a sequel that 
equals or surpasses the original in every way, 
including difficulty. Soldier of Fortune II is a nail 
bitingly hard, unflinching action game that works 
on nearly every level. 


[from top] Pick off tower guards ASAP. They inevitably 
have sniper rifles and Know how to use them. >>> 
Aerial attack! John commits death from above thanks 
to an army chopper. >>> Special Forces lend a 
hand in the jungle. >>> Pesky guards are easily 
dealt with, until they gang up on you. 


Fantastic action backed by excellent graphics, great 
audio, a cool story, and a random mission generator 


Really hard, some rough spots, not enough multiplayer 
maps 


REVIEWS > 


GENRE Tactical Movie Shooter DEVELOPER Red Storm 
[www.redstorm.com] PUBLISHER UbiSoft [www.ubisoft.com] 
REQUIREMENTS Pentium Il 450, 128MB RAM MULTIPLAYER 2-32 play- 
ers; Internet, LAN ESRB Teen 


Don’t let a general stench of “cash-in” hovering over all movie 
tie-ins scare you away from The Sum of All Fears. It’s a surpris- 
ingly solid, and polished, tactical 3D action game built from the 
engine that powered Ghost Recon. With a storyline that runs par- 
allel to the movie and book, you lead a small team of counter-ter- 
rorism experts through 11 missions. You’re initially under control 
of the FBI, but then it switches to the CIA, where you receive 
your intelligence from Tom Clancy regular character Jack Ryan 
(played by Ben Affleck in the movie, and previously by Alec 
Baldwin and Harrison Ford). 


The Sum of All Fears 


Don’t be afraid of this particular movie game 


by Steve Bauman 
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With its simplified commands and overall lowered difficulty level, 
it initially appears that Sum of All Fears is a sort of Ghost Recon for 
Dummies. It’s definitely true to say that everything about the game is 
slightly dumbed-down from other tactical shooters. There’s no plan- 
ning, fewer options for weapons configurations, less realism, and few 
orders you can issue your team members. Oddly enough, the omis- 
sions don’t detract from the game. In fact, because it’s significantly 
easier than most games in its genre it’s often more enjoyable. When 
playing on Easy, it is legitimately easy. You can turn on auto-aiming, 
have a permanent heartbeat sensor to see enemies on the map, and 
generally follow a line through each level, occasionally firing off 
rounds to kill some bad guys. But the great thing is if you turn off 
some of the options and ramp up the difficulty, it’s almost as hard as 
Ghost Recon and the game becomes more like SWAT Recon, or Rogue 
Spear without that planning no one really used. 

Even without the new aids, Sum of All Fears is still easier 
because the enemy AI is less perfect in its attacks than it is in 
Ghost Recon, and the characters are often facing in the opposite 
direction when you enter a room (they’re usually guarding some 
other door). Your team still does stupid things, like standing in 
open hallways while being fired on, and pretty much mimic your 
behavior instead of actually having a true AI. There are additional 
Al-controlled teams on a number of the levels, running around a 
pre-scripted path and occasionally appearing in some of the larger 
firefights as support. It actually adds a bit of realism to see some 
additional soldiers fighting alongside your little group. 

The multiplayer is carried over from Ghost Recon, with seven 
additional maps and the same game modes. The performance is 
decent, though not great, but the actual experience is terrific. 
Playing the missions cooperatively is always a blast, and some of the 
new maps are incredibly difficult. Playing a firefight in “Lone Wolf” 
mode (solo) is particularly challenging, though for some inexplica- 
ble reason the level designers tend to put a couple of bad guys in the 
same room you start in, which can lead to absurdly quick battles. 

The missions are all well designed, with good-looking architec- 
ture and varied objectives. Unlike Ghost Recon, most are rigidly lin- 
ear. The multiplayer maps are a little goofy—it’s good to know the 
layout of Red Storm’s offices in case you plan on going on a ram- 
page some day—but there’s plenty of tactical variety to keep the 
game interesting, particularly when you play it in its multiplayer 
modes (either against or with other humans or solo). The game 
does have a problem with characters getting hung up on opening 


CGM | AUGUST 2002 


Your team members can occasionally get in the way, and don't pro- 
vide a lot of help. >>> Take a tour of the Red Storm offices on one of 
the multiplayer maps. >>> This multiplayer map is particularly hard 
because the bad guys start in the same room as you. 


doors, particularly those that open inward, but it’s hardly fatal. 

The Sum of All Fears is a surprisingly entertaining game. 
Considering it was in development for less than a year, it’s amazing 
how polished it is. If it comes across as merely a bit more than a glo- 
rified close-quarter add-on for Ghost Recon, there’s nothing really 


problematic about that when you consider the game’s price (less 
than $30). For that kind of money, it’s a terrific deal. 


UPSIDE Solid mission design, good levels, sharp graphics, great 
sound and atmosphere, low price 


DOWNSIDE Dodgy Al, linear missions, problems with doors, more 
like an add-on than a full game 


kKwkKy 
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Grand Theft Auto III 


The poster boy for bad virtual behavior carjacks its 
way to the PC 


by Steve Bauman 


GENRE Bad Behavior Simulation DEVELOPER /PUBLISHER Rockstar 
Games [www.rockstargames.com] REQUIREMENTS Pentium Il 450, 64MB 
RAM MULTIPLAYER None 


£SRB Mature 
Computer 7 
EDITOR'S — . 
CHOICE Carjackings, psychotic rampages, beating up the elderly with 


baseball bats, gunning down gangstas, getting “serviced” by prosti- 

tutes. It’s all a day’s work for the mute, nameless “hero” of Grand 
Theft Auto III, which has generated nearly as much publicity for its record-setting suc- 
cess on the PlayStation 2 as it has for its glorification of seriously bad behavior. Banned 
in some countries for its content, the PC version is really only shocking if you’ve never 
played the first two versions of the game. And if you want to talk about sadistic games, 
just fire up any of the 
Carmageddon titles. 

With an open-ended 

structure similar to 
classics like Elite and 
Privateer, all of the 
Grand Theft Auto 
games are set in a large 
city not entirely unlike 
other “real” ones. As a 
budding thug, you take 
on a series of missions 


for different gangland leaders, most of 
which involve killing people, stealing 
cars, driving from point A to point B, 
delivering packages, and/or running 
around town armed to the hilt. The cut 
scenes that set up the missions are 
superb, with (exaggerated) voice work 
from actors like Joe Pantoliano, Robert 
Loggia, Kyle MacLachlan, Michael 
Madsen and Debi Mazar. Completing mis- 
sions is the only way to unlock other por- 
tions of Liberty City, and structurally speaking, it’s the most unfortu- 
nate part of the entire game. 

Good thing there’s a lot to do when you’re stuck. You can cruise 
around the city engaging in the kind activities that make Senator 
Leiberman whip out the banning stick. Almost everything you do is 
rewarded with money, with the risk of incurring the wrath of the 


UPSIDE 


RATING 


‘DOWNSIDE | 


relentless police force, or the FBI, or the Army. Some 
tasks are relatively benign, such as putting out fires with 
the fire truck, playing a bit of “Crazy Taxi,” and going on 
vigilante missions in a police car... oh wait, that involves 
killing people. But at least they’re bad. Exploration is 
encouraged, as you can find tons of secret areas, power- 
ups, and strange tasks to complete such as “Rampages,” 
which have you usually gunning down some number of 
people in a short amount of time, usually in some ridicu- 
lous manner. You can also just enjoy the PC version’s 
superior controls, particularly the mouse/keyboard for 
on-foot movement, as you check out the sights. The 
graphics are also improved, showing off higher resolu- 
tions and further draw distances, though people and cars 
pop in at a different distance than buildings. 

When cruising around, you can tune to different radio 
stations, which include everything from opera to reggae 
to 80s retro music to hip-hop to hilarious talk radio send- 
ups. It’s the perfect soundtrack—one of the best ever in 
gaming—and a perfect accompaniment for your explo- 
ration and adventure. The PC version allows you to add 
your own MP3 files to the mix, but you're still best off 
listening to the radio, at least until you’ve exhausted all 
of its programming. 

The real star of the game is the city itself. Liberty City 
is full of life. You can hear people yelling at each other, 
flipping each other off, getting into fights. There are day- 
night cycles, varying weather... it’s like Morrowind, only 
with drive-by shootings. 

Grand Theft Auto III is a representation of an urban 
hell that would be offensive if it wasn’t so seriously over- 
the-top. Though it isn’t nearly as funny as those that take 
it seriously as some sort of statement about society, it 
works as parody because nothing is considered off limits. 
When combined with incredibly satisfying gameplay, you 
have a serious Molotov cocktail of entertainment. It’s 
such a good playground for deviant behavior that it’s 
probably bad for you. 


[left] If one shot sums up this game's attitude, here you go. >>> Gunning down cops is 
generally a very bad idea. >>> Gunning down the FBI is an even worse idea. 


Being bad is good, amazing city environment, tons of things to 
do, great graphics, physics, and car modeling 


Must complete missions to unlock parts of the city, somewhat 
annoying savegame system, high system requirements 
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A Universe exists where the long forgotten 


struggles between ancient beings of indescribable 


‘power have left intergalactic scars across the 
great enpanse of space... 
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AFTERLIFE 


great games never die 


of the 


gene simmons, jedi master 


Modders enhance Jedi Knight II: Jedi Outcast 


ll bet that even Yoda can’t rock and roll all 
night and party every day. 


Pop culture combinations don’t get any 
more unlikely than KISS and Star Wars. 
Unless you're the guy in charge of 
strained punchlines on That 70’s Show, 
chances are good that you’ve never con- 
templated what Gene Simmons would 
look like with a lightsaber. On second 
thought, I’d better expand that short list 
to include Kenn Hoekstra. The project 
administrator on Raven Software’s Jedi 
Knight II: Jedi Outcast has been looking 
over the mods, maps, and skins made by 
Padawan modders of late, and he’s seen 
a pair of demonic visages that he really 
likes. 

“Of all the mods out there, I’ve seen 
some KISS skins that were particularly 
cool,” said Hoekstra. “Ace Frehley and 
Gene Simmons—wearing full makeup and 
wielding flaming lightsabers—really have 
to be seen to be believed.” 

It would be safe to say that the mod 
community has embraced Jedi Outcast 
wholeheartedly. User-created skins first 
hit the web mere hours after the game 


reached stores at the end of March, and that trickle has turned into a flood. 
Hundreds of skins are now available on the major Jedi Outcast websites such as 
JediKnightII.net, JediOutcast.com, and Jedi Sanctuary. The selection is just as 
diverse as the KISS examples above would lead you to believe. Along with 
standbys Darth Vader and Obi-Wan Kenobi, you can find lesser-known charac- 
ters from the in-progress first trilogy such as Samuel L. Jackson’s Mace Windu 
and Christopher Lee’s Count Dooku, and all sorts of figures from pop culture 
and history. The latter includes the aforementioned Space Ace and Demon from 
KISS, Spider-Man, Bruce Lee, Union and Confederate soldiers, and my personal 
favorite, Billy Dee Williams’s Lando Calrissian wearing a Colt .45 tee-shirt. 
There is a lot more available than just skins, though. Hoekstra and his col- 
leagues at Raven have been really impressed with what they’ve seen so far in 
maps, mods, and some innovative variations on the traditional lightsaber. 
“Some of the saber stuff that I’ve seen is really cool,” said Hoekstra. “Users have 
created sabers with flames, weird lighting, and all sorts of other effects. We’ve also 
been downloading a lot of the user-made maps and some of those are amazing. 
I’m sure the real groundbreaking stuff will start flooding in once the source code is 
available. Jedi Outcast was definitely designed with the mod community in mind. 
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We got the tools and the editor out as quickly as possi- 
ble and we’re working on a more comprehensive tool 
release now that will eventually include the game 
source for multiplayer.” 

Until then, however, there’s no shortage of down- 
loadable goodies out there for the enjoyment of Jedi 
Outcast fans. JediNight’s The Ladder is a must for 
anyone who finished the single-player campaign 
wanting to duel even more of the Dark Jedi Reborn. 
This solo mod pits a player with full Force powers 
against a wave of 54 Reborn adversaries, topped by a 
climactic battle with their leader, Desann. There isn’t 
much else for single-player fans at the moment, 
although there are a lot of rewarding maps for multi- 
player modes. For Free-For-All play, Alex “Vaesryft” 
Cox has created a great version of the Naboo Reactor 
where Qui-Gonn Jinn met his end at the hands of 
Darth Maul in The Phantom Menace. Duel mode 
maps include NwO Deadlock and NwO The Game’s 
take on the Jedi Council Chamber from The Phantom 
Menace and Proxy’s Bespin Void—set amidst the 
exhaust shafts of Cloud City. Capture the Flag fans 
are advised to check out Star Wars Destroyer Hangar 
K-4. This impressive map from Vortex is set in and 
around two hangar bays where you can look through 
an energy shield to see each team’s base. 

With all of the above online and Episode II: Attack 
of the Clones dominating multiplexes across the globe, 
it’s shaping up to be a full summer for Star Wars fans. 
Just turn up “Detroit Rock City” and enjoy the ride. e 


JEDI OUTCAST.COM 
www.jedi-outcast.com 
JEDI OUTCAST MAPS 
www.|jedioutcastmaps.com 
JEDI SANCTUARY 
www.3dactionplanet.com/jediknight 
JEDIKNIGHTII.NET 


MODS & ENDS 


Mods Tweak Morrowind 

As big as Morrowind may be, it apparently 
isn’t big enough for some people. 
Immediately after Bethesda Softworks’s latest 
addition to the epic Elder Scrolls series went 
gold, the online community started to 
enhance the game using editing tools provid- 
ed by the developers. The result is a flurry of 
user-designed modifications and plug-ins that 
alter just about every aspect of gameplay. In 
the first wave of what will surely be thou- 
sands of mods are both major and minor 
tweaks. You can download plug-ins that do 
fairly inconsequential things like give mon- 
sters added hit points and change combat 
skill advancement rates, or grab full-blown 
mods that add new races, classes, and guilds. 
For a well-rounded selection of third-party 
creations, check out the “Plugins and Mods” 
section of the Morrowind Summit website and 
the “Plug-Ins” registry at Destination 
Morrowind. Also, keep an eye on Bethesda’s 
Morrowind site for official plug-ins from the 
development team. “Entertainers,” a plug-in 
that gives you the option to entertain patrons 
at Dulnea Ralaal’s establishment in Balmora, 
was released at press time as the first in a 
planned series. 


DESTINATION MORROWIND 
morrowind.ttlg.com 
MORROWIND (OFFICIAL SITE) 
www.elderscrolls.com/main.htm 
MORROWIND SUMMIT 
www.rpgplanet.com/morrowind 


Bringing Back a Classic 

Old timers who remember Binary Systems’s 
classic Starflight games should be happy to 
hear that fans are planning to continue the 
series. Starflight III: Mysteries of the Universe 
is currently being produced by a 20-man team 
that aims to recreate the magic of the origi- 
nals. Space exploration will of course be the 
primary focus of the game, which should be 
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just as expansive as the first two were over a 
decade ago. More than 20 alien races will be 
featured, along with a storyline that blends 
new elements in with some familiar characters 
and themes, additional ships, trade goods, and 
crew rosters to choose from, and of course all- 
new graphics and sound. For more informa- 
tion on this ongoing project, check out 
Starport Central: Home of Starflight III. 


STARPORT CENTRAL: HOME OF STARFLIGHT III 
www.starflight3.com 


Boxcar Battle Royal Redux 
The latest in what seems to be a veritable 
Alexandrian Library of modifications for Half- 
Life is Train Hunters, an update of the classic 
Runaway Train mod from 2000. This new 
version attempts to make everything from the 
original “bigger and better,” though the 
design remains fixed on taking over a speed- 
ing train and remaining king of the boxcars 
until an opponent knocks you off. Train 
Hunters includes 10 custom maps, a King of 
the Train mode where you can win a match 
by remaining atop a train for 20 seconds, a 
radar screen that tracks train movement, new 
sound effects, and a selection of revised 
weapons that includes the highly entertaining 
Brick Cannon and the Trainstopper Gun. The 
mod also supports the Spirit of Half-Life 
source code modifications. For more, surf to 
the official Train Hunters site. 


TRAIN HUNTERS OFFICIAL SITE 
th.fragoff.net 


Kohan Receives a Major 
Upgrade 

Over a year after the release of Kohan: 
Immortal Sovereigns, TimeGate Studios is still 
working to improve the game. The Texas- 
based developer and publishing partner 
Strategy First have released a significant 


upgrade pack for the award-winning real-time 
title. It features 13 new heroes for play in cus- 
tom scenarios and multiplayer modes, “tell 
commands” enabling players to take control 
of AI allies, and enhancements to the oppo- 
nent Al. Some aspects of gameplay have also 
been altered, including the cost of certain 
structures and the qualities of specific units. 
You can download the upgrade from both the 
TimeGate and Strategy First home pages. 


STRATEGY FIRST 
www.strategyfirst.com 
TIMEGATE STUDIOS 
www.timegate.com 


BARGAIN BIN 


Escape From Monkey Island 


The fourth release in the Monkey Island series 
remains a great play nearly two years after it 
reached stores. Escape From Monkey Island is 
now part of the bargain bin LucasArts Archive 
Series, but don’t let the $10 price mislead you— 
this is one of the best adventures to hit the PC 
since Sierra was in its prime. [LucasArts/2000] 
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Mods add even more interesting creatures to Morrowind. >>> Starflight lll brings back the original's bug-eyed aliens. >>> Battling for control of 
locomotives in Train Hunters. 


WWW.CGONLINE.COM 


< AFTERLIFE 


87 


AFTERLIFE > 


or a chest, hold down the Shift key and 
right-click & drag to rotate the item. 
Rotating Terrain Features and Groups 
can be achieved by simply right-click- 
ing before you actually paint the item 
onto the map. 


Getting Started 

Run Neverwinter Nights, click on the 
Toolset button, and you’ll encounter a 
box where you’re prompted to either 
create a new module or open an exist- 
ing one; since we’re going through the 
whole process from the beginning, cre- 
ate a new module. Hit OK, follow the 
instructions, and you’ll get a rundown 
of what the Module Creation Wizard is 
all about. When you’re prompted to 
enter a name for the module, call it 
CGModule, then hit Next. You should 
now find yourself on the Create Areas 
dialog box; click on the Area Wizard 
button, name the area “Meeting Area,” 
then select the Rural tileset and hit 


Game-editing tools are often too difficult for the Next. We will create two different areas in this module—this first one will act 
novice gamer to use, leading to disappointment in as a Starting area and so it will be fairly small; make it 6 tiles high and 4 tiles 
the fan community plus a distinct lack of fan-created wide. Hit Finish (make sure the “Launch Area Properties Dialog” box isn’t 
content. Content-creation tools usually require the checked), and you'll be back at the Create Areas dialog; hit Next, then hit 
user to have a fair understanding of computer pro- Finish on the next dialog box, and you’ve created your first Neverwinter 


Nights module! You could save it 
right now, load up the game and 
play your fine creation—that would 
be really boring though because its 
a little bare, isn’t it? 


Unlimited Adventures Await You 
How to make a Neverwinter Nights module 
by the BioWare team 


Terrain, Doors, and Locks 
We want to fill up the space we’re 
working in with some content, so 


gramming or design, and their interfaces 
are frequently cryptic. We at BioWare 
have worked very hard to make the tools 
available with Neverwinter Nights accessi- 
ble to the average user who has no pro- 
gramming or design experience, allowing 
them to create fun modules and cam- 
paigns in just a short amount of time. For 
this tutorial we assume you have no pro- 
gramming knowledge. We will only be 
using the scripts that ship with the game, 
modified slightly to fit the needs of the 
module. We’ll take you step-by-step 
through the creation of a basic single- 
player dungeon crawl, complete with 
Non-Player Characters (NPCs), monsters, 


Trees, wall. and gate painted down. FIGURE 2 Mausoleum crea 


a quest, and more. we'll enclose it in trees by expanding the list of terrain types in the terrain 
palette on the right side and painting down trees along three of the area’s 
Basic Movement edges. You can place one set of trees at a time, or you can drag trees along the 
To move around the viewing window of the editor, edge. Next, paint down a Wall 2 along the edge that doesn’t have any trees. To 
simply hold down the Ctrl key and left-click & drag make it seem like our adventurers have wandered to this spot, we’ll add a Wall 
around the map. To rotate, hold down the Ctrl key 2 Gate w/ Road—which you can find in the Features list—at Point A on the 
and right-click & drag. To zoom in and out, use your wall we just created (see figure 1). We don’t want anyone to be able to go 
mouse-wheel. Alternatively, you can move and rotate through that gate, as it is merely ornamental; click on the Select Objects button 
the camera using the number pad on your keyboard in the set of icons on the right, right-click on the gate, and go into its 
and use the + and - keys on your keypad to zoom Properties. To ensure that people can’t bash the door in, check the Plot box on 
in and out. If you select an item, such as a creature the Basic tab (this makes it invulnerable). Next, click on the Lock tab, and 
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Appearance and Portrait 
Please choose an Appearance and Portrait for this creature 


The appearance wil be used for the creature's 3D model ingame. The portrait 
wil be used in Chat balloons and Conversations 


Script Wizard | 
What are the race restrictions? 
Rejected Accepted 
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FIGURE 6 Anadro’s placement, 


make sure the gate is locked and 
has an Open Lock DC of 100. Press 
“OK” to close the Door Properties 
window. Now you have a gate that 
cannot be bashed or unlocked. 
This meeting area will lead down 
to a dungeon, so we have to create 
an entrance to that. The 
Mausoleum is a perfect passageway 
into the depths of the world, so 
paint a Mausoleum 2 (from the 
Features list in the Terrain palette) 
into the area at Point B (see Figure 
2). We need to add a door to the 
Mausoleum, so select the Doors 
palette on the right hand side, then 
expand the Universal menu and 
select a wooden door from the list. 
Paint it into the doorway of the 
Mausoleum. You will notice the 
door snaps into the proper place at 
the entrance. Let’s create a path 
between our gate and the structure 
by painting down a road, using the 
Road brush in the Terrain palette. 


NPC Creation 

Next up, we need to create an NPC 
to relay the quest to the players. 
We'll use the Creature Wizard to 
create a custom NPC to use. Run 
the Creature Wizard from the 
Wizards drop-down menu (Ctrl-Alt- 
C will also run it), hit Next, then 
select Elf as the Monster Type. On 
the next screen we’ll make this 
NPC a Ranger; select Ranger and 
hit Add Class, then hit the little X 
next to the Wizard class that was 
automatically assigned to the NPC. 
Just for the heck of it, let’s make 
this NPC a level-15 ranger and then 
hit Next. Now we’ll turn this Elf 
into a female and give her a por- 
trait: select Female and Elf, Female 
in the drop-down boxes and choose 
a portrait (see Figure 3). Make her 
a Commoner on the next screen, 
just to ensure that she doesn’t 
maul your players to death when 
she sees them as a Hostile creature 
would. Our next task is to give our 
Elven ranger NPC a name. We 
could randomly generate one, but 
we'll call her Anadra Feren. Hit 
Next, then place her into the NPC 
tree under Elves. After reviewing 
your Elf’s statistics, you can click 
through to the Finish dialog; check 


the Launch Creature Properties box, and hit Finish. 

We have now created a functional NPC. We are going to use her to help get 
the adventurers going on their quest, and that calls for dialogue. We’ll give her 
some dialogue by hitting the Edit button in the Conversation area of the Basic 
tab. Notice that you’re in the Root of the conversation tree. Hit the Add button 
in the top left corner, and then type “Greetings, adventurer.” in the text box. 
Hit OK, and you’ve created your first dialogue string. 


we 


What we're going to do next is set a variation on 
Anadra’s greeting, based on the race of the player who 
approaches her. In the bottom-right corner of the con- 
versation editor, you should see a few tabs. The first 
one is “Text Appears When...” Here you can declare 
which script (if any) should run before the string of 
dialogue is spoken. To have this bit of dialogue appear 
when any character race other than an Elf initiates the 
conversation, we'll use the Script Wizard. Click on the 
string of dialogue you wish to add a script to, then hit 
the litthe wizard-hat icon on the “Text Appears 
When...” tab to open the Script Wizard. Elves are a 
race, and so, check the Race box when prompted to, 
and then hit Next. On the left side, you'll see the races 
that will not trigger this dialogue string—make sure 
every race other than Elf has been moved over to the 
Accepted (right) side (see Figure 4), then go on to the 
next screen where we'll enter a name for the script. 
Call the script “noelf_01” and hit Finish. 

Now every race other than Elves will see this 
greeting when they initiate a conversation with 
Anadra; but we want her to greet Elves as well. Add 
a new string to the Root that says “Greetings, my 
Elven compatriot.” Since this is the last node in the 
conversation immediately below the Root, it will 
automatically be selected by the game if the scripts 
for the other nodes fail. The previous script includes 
all other races, so only Elven characters will get to 
this node. To add in more dialogue, click on the 
string you want to add a response to, and then hit 
the Add button. Now add in a few strings to expand 
the dialogue to look like this: 


> Root 


> [Owner] - Greetings, adventurer. 
> Greetings, and who might you be? 


> [Owner] - My name is Anadra Feren, an Elven 
ranger from the city of Neverwinter. | came here 
to investigate reports of a missing blacksmith. My 
adventure has brought me this far... but alas, | 
cannot continue. | have just received word that 
my grandfather has passed away, and | must 
return home. 


> What can | do to help? 


> [Owner] - | have heard that the blacksmith 
wandered into this structure earlier. His wife 
asked that | return him safely. If you could venture 
forth and try to uncover the secret behind his dis- 
appearance, it would be greatly appreciated. 


> | will take on this quest. 


> [Owner] - Very well. May the blessing of Tyr be 
upon you. 


> [Owner] - Greetings, my Elven compatriot. 
> Greetings, and who might you be? 


> And greetings to you. What is your name, my 
fair ranger? 
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| FIGURE 9 Basic dungeon layout. 
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FIGURE 7 Placement of Start Location. 
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Environment Options 


Moon - Diffuse Color 
- Fog Amount 
- Fog Color 
- Shadows Enabled 


As you can see, the two choices for the Elven 
characters will currently end the dialogue. We want 
to copy the non-Elf dialogue string into these, so 
click on the line that starts with “[Owner] —- My 
name is Anadra Feren” and hit the copy button. 
Next, click on the string you want to add the copied 
dialogue to, and hit the Paste button—do that for 
both of the dialogue choices under the “Greetings, 
my Elven compatriot” tree (see Figure 5). Hit Done, 
then save the conversation as “anadra001”. 
Alternatively, you can use the “Paste as Link” func- 
tion to have the conversation refer back to another 
point in the dialogue. 

Lastly, our very fine, talking NPC can be killed— 
not something we want to have happen to the charac- 
ter that will give your players their quest. We need to 
fix that. Go to the Advanced tab in the Creature 
Properties box, and check the Plot box, which essen- 
tially makes the NPC invulnerable. Hit OK, and 
you’ve created an NPC with dialogue that can’t be 
killed. Now click on Anadra in the Custom NPCs 
palette on the right side of the screen and paint her 
down at Point C by left-clicking where you want her 
placed (see Figure 6). 


Decorations and Mood 
This area is nearly done, but it still needs to be 
dressed up a bit. Go through the placeable objects 
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Always Dark 


FIGURE 8 Weather-effects settings. 


FIGURE 10 Door and stairs placement. 


palette and the terrain brushes and pop down some 
trees, boulders, shrubs, graves, or whatever else you feel 
like having in your area (remember that you can rotate 
objects painted down by holding Shift and right-click & 
dragging). Next we want to add a bit of ambience to the 
area in the way of weather effects and lighting. In the 
Edit menu, go into Area Properties, then click on the 
Visual tab. Click on Exterior Overcast, which is a weath- 
er/lighting template, then hit the Customize 
Environment button. Make sure you include a day and 
night cycle, add a little bit of daytime fog (put the Sun - 
Fog Amount slider to the second notch), and put the 
Weather — Wind Power slider all the way to Max. Put in 
100% Rain and 60% Lightning (see Figure 8). It should 
look rather dreary now. 


Start Location 
The last thing we want to do in this area is move the Start 
Location. Click on the Paint Start Location button at the 
top right of the toolset, and then paint down the Start Location close to the 
gate at Point D (see Figure 7). This is the spot that players will find them- 
selves in when they first enter the module. 

Before we move on, save the module by going into the File menu and hit- 
ting Save or Save As. Name the module CGModule. 


Dungeon Creation 

We're now ready to create the next area for our module: the dungeon. Run 
the Area Wizard from the Wizards menu from among the links on the toolset 
menu bar. Create a new area with the Dungeon tileset and cleverly title it 
“The Dungeon,” making it 10 tiles high and 8 tiles wide. When you’re 
prompted to proceed and change the area, hit Yes. 

Since this will be a fairly straightforward dungeon crawl, this should be a 
fairly simple dungeon. Using the Floor brush, paint down an area that looks 
like the one in Figure 9. Next we’ll add a few doors to break up the halls. Go 
into the Features menu in the Paint Terrain tools. Add a Big Door 2 at Point E 
and Point G, and add a Big Door 1 at point F. We’ll also add a Stairs Up at 
Point H (see Figure 10). We need to add a door to this staircase, so rotate the 
camera (Ctrl + Right-click and drag) so that you can see the passage, then 
paint down a Stone door. 

We'd like our adventurers to have access to some equipment that they can 
use in their adventure. Go into the Paint Placeable Objects palette, expand the 
Containers & Switches listing, and paint down the first Chest in the list next to 
the stairs we placed at Point H. This chest will automatically create a random 
low-level inventory when the players open it during the game. 


Painting Encounters 

We now need to populate this dungeon with some monsters. Hit the Paint 
Encounters button on the 
right side of the tools, and 
then expand the Very Easy 
list. We’ll paint down a 
group of Wererats; click on 
Wererat Group, and then 
outline the area on the map 
where you want the 
encounter to be triggered 
(left-click wherever you 
want the corners of the 
encounter area; double click 
to close the area) at Point J 
(see Figure 11). Right-click 
on the encounter area and 
go into its Properties; 
change the minimum num- 
ber of creatures to 1. With 
the encounter selected, 


FIGURE 11 Placing encounters. 
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right-click at Point K and select Add Spawn Point. A spawn point will be creat- 
ed automatically, identifiable by the arrow over it. Next add a Mephit Group 
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each of those groups, change the minimum number of creatures to 1. We used 
pre-made monster groups but all of these encounters could be made from 
scratch if we wanted to make them unique. 


Hostile NPC Creation 

What would a dungeon crawl be without a boss to fight at the end? Go into the 
Creature Wizard. Select Undead as the monster type, make it a level 4 undead 
creature, and use the Skeleton Warrior 1 model and Sk_War02_ portrait (see 
Figure 12). Its faction should be Hostile, and we’ll name it Thanatos, and then 
place it into the Skeleton group under Undead. Click through to the Finish 
screen, and launch the Creature Properties menu. This creature is fairly weak, 
but we don’t want it to die after a couple blows from a skilled fighter; go into 
the Statistics tab and increase its Base Hit Points to 60. Hit OK. Paint Thanatos 
down at Point P (see Figure 13). 

This creature will be our missing blacksmith, so we will have to create 
some sort of evidence to that end. Under Miscellaneous Interior in the 
Placeable Objects palette, select the first Altar and place it at Point Q. Rotate it 
90 degrees clockwise. 


Item Creation 

Run the Item Wizard from the Wizards menu, and create a Book named “The 
Return of the Dark One”. Put it into the Books category under the 
Miscellaneous tree. Launch the Item Properties, and switch to the Appearance 
tab. Select the iit_book_004 image as the book’s appearance, then flip to the 
Description tab. In the Unidentified Description box, type in the following text: 
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FIGURE 13 Altar and Thanatos placement. 
A lowly blacksmith, a descendant of Cyric 


himself, shall one day rise to the throne as the almighty Dark One. He shall lead 
legions of undead creatures to the mortal realm, where they shall wreak havoc 
upon all those who oppose them. 


So now we have a bit of a story explaining Thanatos’ disappearance—he’s 
actually a descendant of Cyric, and hopes to put an end to the lives of scores 
of mortals. To add this book to the altar, simply right-click on the altar, then 
go into its Properties. Click the Usable box, and then check the Has Inventory 
box. Next, click on the Inventory button and flip to the Custom Items tab. 
Find The Return of the Dark One in the Books listing under the Miscellaneous 
tree and drag it over to Contents tab on the left side. Hit OK, and then hit it 
again on the next window. 

Now we want to give Thanatos a magical sword, so that he doesn’t just FIGURE 14 Custom sword properties. 
seem like some random monster. Go through the Item wizard to create a 
greatsword called “Bane of Thanatos.” Don’t click on the Magical box on the 
Name screen; just hit Next. Place it into the Great Swords category under 


Weapons > Bladed, and then launch the Item Properties. Modify the appear- should now be able to move back and forth between 
ance to your liking in the Appearance tab, then flip to the Properties tab. the Meeting Area and the Dungeon. 

Expand the Damage Bonus tree and select Fire, then move it to the Assigned 

Properties side on the right. Now select the Fire Damage in the Assigned Finished! 

Properties box and hit Edit Property. Select 1d6 Damage and hit the Select but- Congratulations! You have created a fairly complex 
ton, then OK, and you should see a flaming sword in the model viewer box module that you can play through by yourself or 
(see Figure 14). Hit OK again, and you’ve created your first custom weapon. with a friend. If you wanted, you could paint more 
Right-click on Thanatos, go into his properties, click on his Inventory button, encounters around Thanatos, or give his sword some 
and equip the flaming sword to his hand after dropping it into his inventory. different effects. In Neverwinter Nights, you are only 
Hit OK, and Thanatos should now be carrying his flaming sword. limited by your imagination. @ 


Area Transitions 

The only thing we have left to do is link the doors between the areas. Right-click 
on the door we created on the Stairs Up at Point H, and go into its Properties. 
Click on the Area Transition tab, change the Destination type to Door, and then 
hit the Setup Area Transition button. Switch the Target Area to “Meeting Area” 
in the drop-down menu, and then click on NormalDoor in the Available Doors 
box. Leave the Connection Type at Both Ways, and the Target Type as Door. Hit 
OK, and then say Yes or OK to any dialog boxes that pop up. Your adventurers 
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Panzer Campaigns: Korsun ‘44 - PC 

HPS Simulations and John Tiller are proud 
to announce the release of Korsun '44, an 
operational level World War II simulation. 
Korsun '44 covers the Soviet encirclement 
of the German forces at the Dnepr river 
line which created the Korsun Pocket. With 
two Ukrainian Fronts smashing their way 
past the defenders, the Germans quickly 
found themselves in a difficult situation. 
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monthly special 


WarCraft Ill is a strategy game set heavily within a 
role-playing environment, RPS takes the individual 
combat and interactive environments found in role- 
playing games and combines them within a competitive strategic envi- 
ronment. Warcraft Ill puts players in command of smaller, potent par- 
ties of heroes and troops. They adventure and do battle in a dynamic 
world of living towns, wandering monsters, characters and quests, 
while simultaneously devising strategies to defeat their enemies. 


Neverwinter 
Nights - PC 

A new 
Advanced 
Dungeons & 
Dragons 
(AD&D) role- 
playing game 
from BioWare, 
the developers 
of Baldur's Gate 
and Tales of the 
Sword Coast. Neverwinter 

Nights has been designed $54.95 
specifically for the online, 

multiplayer environment and the latest in 
3D technology and also allows you to 
experience all the magic of pen-and-paper 
Dungeon-Mastering on your home com- 
puter! 


Half-Life Counter Strike: Condition Zero $39.95 
Beam Breakers $39.95 
Half-Life Counter Strike: Condition Zero $39.95 


Call of Cthulu $39.95 
Medieval: Total War $39.95 
O.R.B. $39.95 
hot titles 

Elder Scrolls Il: Morowind $44.95 
Dungeon Siege $47.95 
Soldier Fortune |! $44.95 
Uncommon Valor $49.95 
Space Empires IV Gold $44.95 
Panzer Campaigns: Korsun '44 $34.95 


Baseball Mogul 
2003 - PC 
Welcome to the 
high-pressure 
world of base- 
ball manage- 
ment! Your deci- 
sions mean the 
difference 
between going 
to the postsea- 
son and going 
home for the 
winter. It's up to 
you to find the best play- 
ers, keep your fans happy, 
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$19.95 


and build your baseball empire! 


WarCraft III 
Heroes of Might & Magic IV 


$54.95 
$39.95 
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Fighting Steel - 3-D Naval Battles $9.95 
7th Guest $9.95 
Airport Tycoon $9.95 
Alpha Centauri (Sid Meier's) $12.95 
AMA Superbike $12.95 
Apache Havoc $12.95 
Army Men 3: Toys in Space $14.95 
B-17 Air War Over Germany $19.95 
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Soldier of Fortune 2: 
Double Helix 
Activision 


N OW 


Grand Theft Auto 3 - PC 
Rockstar 
Now 


Star Wars Jedi StarFighter 
Lucas Arts 
Now 


Tactics Ogre: Knight of Lodis - GBA 


Star Wars Jedi Outcast 
Jedi Knight Il 

Lucas Arts 

Now 


Operation Flashpoint: 
Resistance - PC 
Codemasters - Now 


G.I. Combat - PC 
Strategy First 
Now 
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Gauntlet Dark Legacy - Xbox 


$42.95 


Legion - PC 
Strategy First 
Now 
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Heroes of Might & Magic IV - PC 
3D0 
Now 
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All Star Baseball 2003 - GCN 
Acclaim 
Now 


$199.95 


Playstation 2 System 


Ninetendo Midway Sony 
Now Now Now 
STRATEGY Halo 


Heroes of Might & Magic IV 

WarCraft Ill: Reign of Chaos 

Master of Orion Ill 

Age of Wonders Il:The Wizard's Throne 
Star Wars Galactic Battlegrounds Clone Campaigns 
Warrior Kings 

Space Empires IV Gold 

Warrior Kings 

Starships Unlimited: Divided Galaxies 
Warlords IV 

The Sims Online 

Sims Vacation 

Warlords Battlecry 2 


ACTION 

Grand Theft Auto 3 

Star Wars Jedi Outcast Jedi Knight 2 
Soldier of Fortune 2: Double Helix 
Unreal Il 


$39.95 
$47.95 
$46.95 
$38.95 
$29.95 
$38.95 
$44.95 
$39.95 
$39.95 
$39.95 
$44.95 
$29.95 
$37.95 


$44.95 
$44.95 
$44.95 
$44.95 


Medal of Honor Allied Assault 

Half-Life Counter Strike: Condition Zero 
Tom Clancy's Ghost Recon: Desert Siege 
Duke Nukem: Manhatten Project 
Freedom Force 4.5 out of 5 Stars 
Half-Life Generation Pack 3 

Doom Ill 

Delta Force: Task Force Dagger 


ROLE-PLAYING 

Dungeon Siege 

Elder Scrolls tl: Morrowind 

Might & Magic IX (9) 

Neverwinter Nights 

ShadowBane 

Dark Age of Camelot - Multiplayer Online 
Wizardry 8 

Elder Scrolis Morrowind Collector's Edition 
Icewind Dale II 
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Uncommon Valor: 
Campaign for the South 
Pacific 
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Bethesda 
Now 


Matrix Games 


Now 


Age of Wonders Il 


G.O.D. 
Now 


Sony 


2002 
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$39.95 
FIFA World Cup 


Soccer 2002 - PC 
EA - Now 
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Elder Scrolls Ill: Morrowind 


oo 
EverQuest Gold - PC Spider-Man - GCN 

Activision 

Now 


N OW 


Metal of Honor Frontline - PS2 
EA 
Now 


$47.95 
$39.95 
$39.95 
$19.95 
$24.95 
$39.95 


$28.95 


$48.95 
$29.95 


$47.95 
$42.95 
$39.95 
$54.95 
$44.95 
$34.95 
$44.95 
$54.95 
$46.95 


Thrustmaster 
Now 


Diablo fl Expansion Pack: Lord of Destruction 
Diablo II Battle Chest 

Star Wars Galaxies - Multiplayer Online 
EverQuest: Scars of Velious Expansion 


ADVENTURE 

Watchmaker 

Escape from Monkey Island 

Grim Fandango 

Mystery of the Nautilus: 20K Leagues Under the Sea 
Adventure at the Chateau d'Or 

Zork Grand Inquisitor 

Curse of Monkey Island Archive Series - Inc 1 & 2 
Journeyman Project Trilogy 

Blade Runner 

Riddle of Master Lu 

Wheel of Time 

Full Throttle 

Jazz & Faust 


Thrustmaster Cougar HOTAS 


$29.95 
$37.95 
$47.95 
$24.95 


$29.95 
$14.95 
$9.95 
$18.95 
$19.95 
$9.95 
$14.95 
$18.95 
$9.95 
$4.95 
$9.95 
$9.95 
$29.95 
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Simply cool 
Stories like “Simply Monumental” remind me why yours is 
the only game magazine worth reading. Where most maga- 
zines would be content with running previews of Sims Online 
and SimCity 4, you guys take the time to deliver interesting 
information like the bits about the Sims community and 
Simlish. ’'m not even that interested in the game, but it’s so 
cool to hear from all of those people who are more committed 
to this weird game than most fanboys are with Quake. 
Quentin Sommers 


Clever captions 
I just wanted to drop a line to let you know that I appreciat- 
ed the Tom Lehrer reference (“We’ll try to stay serene and 
calm when Alabama gets the bomb”) in the SimCity 4 arti- 
cle. Even if I was one of probably about three who caught 
and understood it, it was appreciated. 

Bill Buchanan 


“Life is like a sewer. What you get out of it depends on what you put 
into it.” —ed lehrer 


June analysis 
Fine book. Good efforts. Interesting articles. 

Copyrights raises interesting problems. The result builds 
off your conclusion—customers will go elsewhere, with self- 
created efforts from amateurs. | think we are entering a new 
era of entertainment: MODs, editors, original art, music, 
sound effects, scripts, all created by new communities that 
stretch across continents. We have enthusiasts co-operative- 
ly creating what they enjoy. 

Next year will be the 5th Annual Independent Games 
Festival. If this starts to bubble, the organizer should 
include an Amateurs’ Forum. 

Taylor Vincent 


We'd definitely throw our support behind an award for the true amateur 
mod makers out there. —ed 


Freedom forced to buy games 

Reviews, like Andrew Bub’s of Freedom Force in your June 
issue, are the reason | will keep renewing my subscription for 
years to come. I’m not a comic enthusiast of any sort, so nor- 
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email us at editor@cgonline.com 


Zillions of people wrote in about our “Ultimate Machine” article, most of 
which offered their own system choices. These ranged from replacing the 
LCD monitor with a regular CRT (the LCD looks cooler), dual Pentium 4 
processors (little support), SCSI drives instead of IDE (minimal improvements 
outside of servers), and Lizard1789 wanted us to replace the cabling with 
fiber optics (now that would be cool). Shane Fink called it “a great looking 
computer that will become obsolete in the amount of time this e-mail takes 
to travel across the net.” This is true—we even said the same thing in the 
article. Another huge number of people wrote in about our “Deflowering 
Virgins” article. It seems that fans found the sections about their own games 
biased, which is weird since the entire article was just a series of anecdotal 
accounts of players’ experiences. Anyway, on with the show. 


mally if I saw a game like Freedom Force on the shelf at my 
local computer store, I would pass it up without a second 
thought. But after reading the review, and playing the demo 
on the CD, I went out and bought the full version. Since then 
I have played it non-stop. Keep up the great, detailed reviews. 
Jon B. 


Inspirational 

I’d like to thank you for your article on the “Ultimate 
Gaming PC.” It inspired me. It’s been a while since I 
upgraded my current PC, and the combination of raw, 
uncensored and unadulterated power, the ability to not just 
violate but downright obliterate every copyright law in the 
book, a half a terabyte of storage, and the ego factor to 
boost, has motivated me to build such a machine. Honestly, 
I expected such an article to come from those mentally-ill 
nuts over at PC Magazine, well before I ever thought I’d 
read about it from you guys, but I suppose I was wrong. 
You're my new heroes. 

Andrew Van Horn’s article “Brett Todd, Human” roughly 
pissed me off. I am rather thankful for the fact that 
Computer Games seems to write rather unbiased articles, 
regardless of the advertisement sponsorship. Brett Todd now 
has official status as my hero just because Andrew Van 
Horn doesn’t like him. 

Finally, Tom Chicks “Three Finger Salute” had me in hyster- 
ics. | embrace the rule of “Explainable to a girlfriend,” and I too 
do not want to be the ur-geek testing new “jacking in” peripher- 
als. On the other hand, I have a $25,000 ultra-machine, why 
not get some VR I-Goggles and voice recognition? Well, I do not 
have a $25,000 computer, hell, | doubt my computer is worth 
$25.00. I guess for now, I’ll stick to the keyboard. 

Tom Robinson 


Praise for the Afterlife 
Just wanted to thank you guys for a great magazine! As 
soon as | get it, I go right to the “Afterlife/Out of the Box” 
section to get the most from my computer games, because if 
it wasn’t for you guys, I’d probably never find that stuff on 
my own or even think to look for it. What a cool idea, 
thanks to Brett Todd for helping me find more ways to 
enjoy my games! 

Horatio Hornblower 


Too hard 
Jason Cross is absolutely right [“Game are too Hard,” CGM 
139]. I consider myself a hardcore gamer, in that I make time 
to play every day and usually shell out the full fare for the 
newest game. But, please, for the love of all that’s good, 
could designers think ahead of time about their games? 
Slugging through the jump quickly, jump quickly again, 
don’t fall... oops... reload... sequence is not fun (I’m looking 
at you Half-Life). Loading a level thirty times to get through 
the sniper sequence is not fun (now I’m looking at you Medal 
of Honor). Then, to make matters worse, not allowing players 
to God-mode out of these poor designs is the stab in the back 
(still looking at you Medal of Honor, for that stupid patch). 

Bring a copy of Jason’s article to every “preview” meeting 
you attend. Let game designers know that just because they 
like a challenge, it doesn’t mean that all gamers (even hard- 
core gamers) like the challenge. Some of us happen to be 
motivated by plot, shoot-and-run gaming, etc. Let that be 
the motivation to finish the game... 

David Ungemah 


Definitely too hard 

I agree that games are too hard. I am an avid gamer, and am 

fed up with buying games that look good (and often get good 

reviews) and then find out they are not enjoyable (I don’t 

consider reloading save games over and over enjoyment). 
Travish 


Way too hard 
Kudos to Jason Cross’s article, he got it right on. | have always 
complained that if I pay $50 or whatever amount for any game, 
I should able to play any level I darn well please. So what if I 
get my butt kicked by some impossible to beat monster or shot 
down by some hot enemy pilot in 10 seconds. At least I can 
give it a try. Besides, I paid for it right? I just wanted to see 
some eye candy that they show on the box (or the web site/ad 
etc.) and take a crack at one of those enemies, man! Work is 
hard enough, but playtime should be fun, not frustrating. 

Bill Ritter 


Thoughtful feedback 


Panda porn is fine, but I do wish you’d stop using your maga- 
zine to sell schlocky new age music. Did you really think we 
wouldn’t notice that “Cindy Yans” is a near-perfect anagram for 
“Yanni CD Y(e)s’”? I suppose her middle initial is “e’”? Please. 
Why do people keep asking you to send them Wookies 
when everybody knows all earth-bound Wookiees were slaugh- 
tered (and dyed) during the tragic shag carpet shortage of 1974? 
Finally, why in the name of all that’s good and holy (Jason 
Cross) isn’t some brilliant designer developing a good 
Battlestar Galactica game? Besides the nostalgia factor and the 
ultra-cool villains, the theme already fits every hackneyed 
stereotype of the space combat genre. The ships are supposed 
to handle like toys. You’re supposed to massacre millions of 
enemy ships with brain-dead AI. In the series that’s all they 
ever did! You could probably even get Dirk Benedict and 
Richard Hatch to do voiceovers. It’s not like either one has 
worked in the last twenty years. Please get the word out! 
Dave Deckard 


Consider the word outed. And this will be the last time “Yanni” is ever 
mentioned in this publication, dig? —ed 


Parts is parts 
Re: Spike Spiegel’s complaint about “gay ass” covers [Rebound, 
CGM 139]. I’ve always been puzzled at how one could deter- 


mine that, of all the body parts involved, only the ass was gay. 
I guess it takes a keen eye to make that judgment. 

I'd be okay with a significant amount of ass on future 
covers, so long as it was the normal straight ass. Then 
again, what do I know about marketing? My profession is 
not known for being in touch with pop culture and the 
dynamics that drive it. Not if we can help it, anyway. 

Michael Howard 


Wookiees Versus Tribbles 

Seeing as how you guys are giving out Wookiees, and seeing 

as how Star Trek kicks Star Wars’ butt, please send me a 

tribble. I’d really like one. I won’t feed it too much. I swear. 
Will Martin 


Think of the money saved in shipping costs alone versus a Wookiee. 
And doesn't Wookiees versus Tribbles sound like a great idea for a 
game, a la Aliens Versus Predator? —ed 


Pirates=bad 

I completely agree with June’s editorial [“Protecting Your 
Copy Rights”]. New laws aren’t going to solve the piracy 
problem. It will only hurt the honest law-biding consumers, 
which are the reason the entertainment industry is in busi- 
ness. If any kid anywhere at anytime can easily download a 
program which would allow him to copy a computer game 
to a CD-R, then how long do you think it would take for 
pirates to find a loophole to counteract any law made by 
some fat bureaucrats down in Washington? 

And what if my computer crashes and my hard drive 
blows up for some freak reason? Would that mean that my 
software collection would become a pizza-cutter blade sup- 
ply unless I contact every single company from which I 
bought software, and spend countless hours on hold just to 
get a new registration number? | have better things to do 
than spend that much time trying to have fun. A law like 
this would not help the industry, it would cripple it and 
make me buy an Xbox just so I could play my games in 
peace. Or maybe I’d just turn pirate. 

A word to gaming pirates: Pirating is a crime, and don’t 
fool yourself into thinking it’s okay just because they can’t 
catch you. It’s like driving away from a gas station before 
you pay. It’s not cool, and you’re hurting honest gamers like 
us by doing it. 

Jay T. 
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requiem aeternam 


Old RPGs never die, they just fade aw... 


A few months ago I discussed the impending emergence of the Second 
Generation of Massively Multiplayer Online Role-Playing Games. When 
two of EverQuest’s principals, Brad McQuaid and Jeff Butler left Sony and 
sallied forth to create Sigil Games, they pretty much assured me that they 
had a definite idea of where they want to take the genre, followed by the 
well-worn, “but we can’t talk about it at this time.” Since Ultima creator, 
Richard Garriott, left Origin amidst the collapse of Ultima Online II 
(which they were confusingly enough calling Origin) and leapt upon the 
coattails of NCSoft, home of online RPG Lineage: The Bloodpledge, it is 
very probable that he plans to use the resources of his new home to 
enforce his own vision sometime down the road. And to those who call 
his apparent dedication to “Westernizing Lineage” a sham intended to 
line his pockets enough to launch that vision while still living the lifestyle 
to which he has become accustomed, well, so what if that’s true? 
Ingenuity has many faces. 

These gentlemen and the many other developers of online RPGs who 
are dedicated to reinventing the genre by perhaps completely reinventing 
the wheel itself—one that is not powered by, driven by, or even much 


appeared in its ninth iteration. Unfortunately, 
not only did it subject us just once too often 
to its formerly innovative gameplay para- 
digm, its “enhanced” graphics engine did not 
even come close to catching up to the beauti- 
ful stuff we’re seeing from New World’s com- 
petitors. This is especially apparent since the. 
game is sharing shelf space with Bethesda’s 
Morrowind. Too, Neverwinter Nights will most 
probably be out by the time you read this, 
and BioWare is certainly a force to contend 
with in today’s RPG climate, but let’s look for 
a moment at Bethesda. It just drives home 
how much things have changed. 

In 1993 the Maryland firm joined the above 
three RPG titans with its first Elder Scrolls 
release, Arena. Ted Peterson, Julian Lefay and 
company’s Arena had its problems, many of 
them bugs, many of them requirements-relat- 
ed, but three years later, Daggerfall arrived, 
bringing Arena’s attempt at an amazingly 
immersive, non-linear, freeform world to 
fruition. It was buggy. Very buggy. So buggy, 
in fact, that many report having had to reload 

it hundreds of times due to crashes. 
And the world was big. Very big. So 


G@ AS was teafully plowing MY way through big, in fact, that its critics disparaged 


its lack of focus and its monotonous 


Might and Magic IX, it really hit home that the cookie-cutter dungeons. It had serious 


design flaws such as allowing sense- 


world of non-persistent RPGs has either reached _ tes skill-improving exploits, and the 


ability to steal with impunity made its 


a crossroad, or hit a brick wall. BP economy a joke. After the peripherally 


influenced by the MUDs and MUSHs of yore—are the collective think- 
tank behind what we will be playing and taking for granted a few years 
from now. Devotees will just have to wait and wonder while renewing 
their EverQuest, Asheron’s Call, Ultima Online, Anarchy Online, and Dark 
Age of Camelot accounts. 

But what of the non-persistent worlds? As I was sadly plowing my way 
through Might and Magic IX, it really hit home that the world of non-per- 
sistent RPGs has either reached a crossroad or hit a brick wall. At any rate, 
the three series that have all but defined the graphical form of the genre 
over the past 18 years have wound down and gone out with a whimper. 
Andrew Greenberg and Robert Bane’s 1984 Wizardry series (later enhanced 
by D.W. Bradley, who is most closely associated with it) came to a close 
this year with the closing of long-lived Sirtech Software, despite bravely 
pushing its final, and surprisingly quite solid, release Wizardry 8 out the 
already closed door. Bradley himself had little success on the flying trapeze 
of his new studio Heuristic Park and its 2000 production of Wizards and 
Warriors. The Ultima series, born in 1987, took quite a nosedive with 
1999’s incredibly buggy but ambitious Ultima IX: Ascension, which boasted 
great looks and system requirements that were truly outlandish. 

Finally, New World’s Might and Magic series, first seen in 1987, 
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Elder Scrolls-related games Battlespire 

and Redguard came and went rather 
unspectacularly, with Morrowind a mere 
down-the-pike promise, I strongly suspected 
that Bethesda just “didn’t have it anymore.” 

When I visited there last fall to take a look 

at Morrowind,, the team portrayed the even- 
then great looking game as a sink-or-swim 
situation for the company. Well, swim it is. 
After a long, long, long wait, Morrowind 
brings with it all of the ideas and ideals of its 
predecessors. And this time it works. While 
each element of the game is not “the” defini- 
tive zenith, there is nothing before it that car- 
ries as many of those elements to the same 
state of excellence. New archetype? No, not 
really. But it does whisper of a new dawn in 
the world of the freeform “story RPG.” Is it 
painful to say requiescant in pace about Might 
and Magic, Wizardry, and Ultima? Sure, but 
it’s a new day. @ 
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finding the naked elf 


It’s a tough job, but somebody’s gotta do it 


If you’ve been reading this column for a while, you know that I like to 
whine from time to time about how being a game developer isn’t really 
as fun as it looks. There’s a lot of work, little actual gameplaying, blah 
blah blah. That’s true, mostly, but there’s no way I can spin my involve- 
ment in the Age of Wonders II project badly. It is, frankly, a dream job. 
My official title on that game is “Executive Producer.” It’s a great role 
because it carries no real responsibilities whatsoever. I sort of hover around 
the game, looking at new builds, design changes, and marketing and pack- 
aging plans. | freely criticize what I don’t like, and for the most part, suc- 
cessfully get it changed to whatever I have in mind. But for the most part, I 
don’t actually have to do any of the work. I don’t create art, program, or 
design scenarios. What a job! 
Moreover, because I spend only a small portion of my time on it, the 
whole game seems fresher to me. I can come at it like a “real player,” not 
someone who’s just spent half-a-year drinking Jolt cola until 
midnight trying to get the multi-player system perfected. 
Age of Wonders II hit alpha in March and beta in 
April. Even so, the early builds were rough around the 
edges in enough ways that playing it was sometimes 


frustrating. However, the game’s been making 
extremely rapid progress, and last week I sat down 
with a fresh build to play through part of the campaign 
for the first time. I started playing at 11:00AM, and played 
solid until 7:00PM, when I had agreed to go home and watch 
the kids so my wife could go out with friends. It was my lucky day— 
the kids went to sleep quickly and easily, and I immediately fired up the 
PC again (I had brought my work machine home). When I finally 
stopped playing for the night at 1:00AM, my wife was mad at me, but I 
was thrilled. The game truly had the “one more turn” magic rarely seen 
this side of a Sid Meier game. 

The next day, I vowed to work on “real” stuff, also known as some 
programming for our internal game. I futzed around most of the day not 
really accomplishing much. I told myself I wouldn’t start playing Age of 
Wonders II again until 6:00PM. At 3:00, I decided, “close enough,” and 
dove back in. 

While Age of Wonders II has been one long joyride for me, our pub- 
lisher’s testing department has more of a mixed reaction. They love the 
game itself, and it’s certainly a lot more fun to spend a month playtesting 
it than, say, MTV’s TRL Trivia (“Now with even more ‘N-Sync and 
Britney Spears questions!”). Unfortunately for them, it has about 40 sce- 
narios total, each taking two to five hours to play. For testing purposes, 
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each has to be played several times, bo 
help debug and polish the scenario, an 
test the impact of overall changes to game: 
play mechanics. (When the elven archer is 
made more powerful, does it unbalance sc 
narios where the player or the AI plays the _ 
elves?) The testing group has worked several — 
consecutive weekends, and now must spend ~ 
another weekend in heavy testing of the 
game’s multiplayer mode. 8 
One major testing find triggered a flurry of | 
activity in the first week of May. Just before 
the final art cut-off, a tester playing with the 
game at 300% of normal zoom discovered a 
three-pixel wide exposed breast on the 
“nymph” character. In keeping with the 
game’s “Teen” rating, she was quickly cov- 
ered up. Mothers, fathers, you can now 
uncover your child’s eyes—every pixel in Age 


dd Mothers, fathers, you can now uncover 
your child’s eyes—every pixel in Age of 
Wonders Il is certified nipple-free! PP 


of Wonders II is certified nipple-free! Only 
here can you see the original uncensored 
nymph babe! [Note to publisher: please put 
this magazine issue in a brown paper sleeve 
with instructions to retailers to keep it behind 
the counter only. ] 

At the end of May or the beginning of June, 
Age of Wonders II will reach gold-master stage 
and I’ll no longer have a work-related need to 
play it. But unlike all of our internally devel- 
oped games that leave me fried at project’s 
end with no further desire to play them, I 
have a feeling I’ll be returning to it many 
times over the summer. I’ll be, uhh... thinking 
up ideas for the sequel. Yeah, that’s it. e 
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Computer game violence is like death and taxes in that it doesn’t make 
much sense, it generates a lot of money, and it involves the government. 
So while we're figuring out which games to ban, I thought it might be 
helpful to distinguish the ones that are truly offensive from the ones that 
are merely controversial. 

The most merely controversial game is Grand Theft Auto III, in which 
you can simulate real-life crimes. For instance, you can stand on a street 
corner and when the light is red, you can press the key to move forward. 
Your character will actually jaywalk. There’s also stuff like murdering 
hookers, cops, and old ladies. However, as with real life, most of the 
criminal behavior is optional, which is part of why Grand Theft Auto III 
isn’t truly offensive. But the main reason it’s not truly offensive is 
because it sold so many copies, which puts it squarely in the realm of the 
merely controversial. After all, if it were truly offensive, what would that 
say about all the 73 million or so people who bought it? 


dd Killing people in a computer game in 
one thing, but having them wet themselves 


before they die is going too far. PP 


Another merely controversial game is Soldier of Fortune II, in which you 
can shoot someone’s leg off and see a femur sticking out of the victim’s 
bloody thigh stump. This is a first in the annals of anatomically correct com- 
puter gaming, but it’s not just gratuitous violence. There is educational value 
in teaching children that there’s a big bone in the center of their thighs. 
Children can also learn other things they might wonder about, like how far 
blood squirts out of a neck stump or the average time between shooting 
someone and him actually falling down dead, a.k.a. the stagger interval. 

For an example of a truly offensive game, consider The Sims. You can 
pull the old “Cask of Amontillado” trick on your neighbors, closing them 
up behind walls until they weep, soil themselves, and eventually starve to 
death. Killing people in a computer game in one thing, but having them 
wet themselves before they die is going too far. This shows a lack of 
respect for the victims and it’s truly offensive. 

Freedom Force is another truly offensive game. You can use your super 
powers to throw steel Eisenhower era cars at innocent bystanders or to 
fry them with laser beams from your eyes. Then you can kick a school 
with your superhero feet until it falls down, presumably crushing every- 
one inside. Since the game does not explicitly state that it’s a weekend or 
holiday, the implication of a few hundred school children killed in the 
collapsing building is truly offensive. 

In the flight sim Flanker 2.5, you can miscalculate the angle for a loft 
bombing attack and sling 1500 kilos of high explosives through the roof 
of an orphanage. The game just portrays generic civilian structures, but it 


for the knees of the children 


A guide to computer game violence 


does not specify that they aren’t orphanages. 
Games that simulate the senseless death of lit- 
tle kids with no parents are truly offensive. 

In the Civilization series, you can lob a 
nuclear missile into New York City. I’m sure 
you don’t need me to explain how truly offen- 
sive that is. Microsoft took the World Trade 
Center out of their flight simulator, so now 
Infogrames should do the responsible thing and 
make a patch that takes New York out of all 
Civilization games. Or at least make it impervi- 
ous to attacks. Until this happens, in light of 
recent events, Civilization is truly offensive. 

In Strange Adventures in Infinite Space, 
you can miscalculate the radius of a Limited 
Vacuum Collapser and vaporize the entire 
solar system. I’m not sure what the popula- 
tion of Earth will be in the 2300s, which is 
when the game takes place, but that’s how 
many people will be killed. Not to mention 
everyone on whatever Mars colonies and 
whatnot we have by then. I am not amused 
at the prospect of humanity being exterminat- 
ed because I’m not very good at figuring dis- 
tances. Truly offensive. 

In Tony Hawk’s Pro Skater 3, you can 
screw up a Triple Booger Flip Back Asian 
Grindslide Nosequad and skin your knees real 
bad, leaving a bloody smear on the pavement. 
That’s just gross. The developers should have 
made the blood green and included a backsto- 
ry about how you’re controlling a skateboard- 
ing zombie and not an avatar of yourself or 
any real world people. As it is now, it’s truly 
offensive because even thinking about it 
makes my knees hurt in a way that they 
don’t hurt when I’m shooting someone in the 
head in Soldier of Fortune II or beating up an 
old lady in Grand Theft Auto III. 

Perhaps most offensive is the fact that 
impressionable children might play Tony 
Hawk’s Pro Skater 3. The government better 
do something before children emulate what 
they see in the game by actually going out 
and riding skateboards, thereby putting their 
knees at risk. I urge you to stop the violence 
by asking your Congresspersons to ban the 
truly offensive games and, while they’re at it, 
to show their support for the merely contro- 
versial ones by buying them and enjoying 
them with their children and grandchildren. @ 
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“*,...Legion proves 
itself to be one of the 


more addictive turn 
based strategy titles.” 


*“...Legion is one of 
the best turn-based 


strategy titles P’ve 
played in years!” 
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